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boringness forever..." 
ShaunWhite 


SKATEBOARDING 
“It needs to be seen to be believed...” 


— GamePro 
“Brings a new angle to the genre...” 
-MTW 
Nominated Best New Game of E3 
— Kotaku 


See the trailer @ www.shaunwhitegame.com 


Unleash your 
inner beast. 


Pre-order at GameStop and 
receive an exclusive in-game 
Yeti character. 
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Coming Fall 2010 UBISOFT’ 


Your Inner Driver is waiting. 


What exactly is your Inner Driver waiting for? We're thinking something 
with the superb handling of a sport-tuned suspension. Maybe the fuel-sipping 
economy of 35 MPG; a more spacious cabin than the Toyota Yaris 5-Door 
and a responsive 1.5L engine. And probably a lot of that other stuff. What's 
it called again? Oh yeah. Pure exhilaration. In other words, the all-new 
2011 MAZDA2. It's Zoom-Zoom. Concentrated. Starting at 13,980:" 


Zoom-Zoom. Forever. Visit MazdaUSA.com/MAZDA2 
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ANDY McNAMARA 
 EOTOR-N EF 
andytigameinformercom. 


Pead my oum or 
comment on this letter at 
‘gamenformercomnag or 
folow @6! Angie 


Pre-rendered CG, Your 
Day Has Come 


don't remember the fest time | saw a pre- 
rendered computer-generated movie in a video 
‘game, but | was floored, The promise of where 
video game graphics would one day be astounded 
me. That dream led to the oft repeated battle cry 
‘of "Toy Story graphics" in reference to the - at the 
time — jaw-dropping graphics of Pixar's frst com- 
 puter-generaled hit. One day, everyone said, inter- 
‘active entertainment would look just ike Toy Story. 

For the last 19 years, games and pop culture 
have chased that watermark, l'm not here to say 
that video games have surpassed that mark, 
though I think we get closer and closer every day. 
At the same time, the mark continues to move 
‘away as pre-rendered graphics get closer to real- 
iy. My points entirely diferent. | think grandiose, 
pre-roncered cutscenes have gone from enhancing 
‘games to interfering with the medium. 

love a great pre-tendered traer or movie Ike 
the rest ofthe world, but their place in the game 
itself - outside of an opening movie before you hit 
start is fished, 

"When you defeat the Lich King in World of 
Warcraft you are “rewarded” with a giant preren- 
dered movie, Whie it's impressive to look at, isnt 
nearly as engaging as the script thal plays ut 
the game engine. The @йегепса & that one & part 
of the suspension of disbelel, and the other is 50 


These movies may be cool to 

believe they serve the narrative of the stories, 
‘can often ruin an otherwise fantastic looking game. 
‘Alter | watched the pre-tendered movies for Fnal 
Fantasy XN, | was hyped to see the gama, only to 
be disappointed to see hat the world realy doesn't 
ook a thing Ike the CG movies. The game looks 
fne on its own, but can't hold a сапе to the CG. 


Dragon Ade П 
The Сх Wardens 
arent the only heroes 
46 step ир in Thedas' 


f darkest hours. 


BioWare's Dragon Age 
franchise is establish- 
ingiits own identity by 
showing a different 
perspective on the-epic 
fantasy setting through 
a new champion's 

by Joe Juba 
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his month in Feedback 
we contemplate the future of 
Bungie, defend Pokémon, complain 
ut content that doesn't come 


on the disc, and hope that Ubisoft 
doesn't take our manuals away. 


ne 
school student, and | have realized 
over the past few years that people who enjoy 
playing games that are meant for - but not im- 
ited to - younger gamers are tormented for their 
choice of game. My experience with this is tho. 
Pokémon | think that they have a great 
leveling up system and strategic battles, which | 
thoroughly enjoy, The problem is, these games 
are targeted towards a younger audience. This 
leads to me (and not just me - some of my 
fiends, too) being ridiculed for king Pokémon. 

| was wondering what your opinion is on this 
matter. Are we Pokémon gamers doomed to 
being stereotyped as nerds forthe rest of our 
school years? 


The main entries in the Pokémon ser 
are fun and well-made RPGs, and there 

is no shame in enjoying them. That being 
said, you may want to expand your hori- 
zons. The simplistic systems in Pokémon 
сап be the perfect lighthearted break in 
your busy gaming schedule, but they don't 
offer much depth or complexity. Now that. 
you're acquainted with the basic concepts 
о! an RPG, maybe you should check out 
other DS games in the genre, like Dragon stion flonth 
Quest IX or The World Ends With You. 
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RESIDENT EVIL 5+ LOST IN NIGHTMARES, 


nonymou DESPERATE ESCAPE «4 NEW COSTUMES 
ji, Ira THE MERCENARIES REUNION + VERSUS 
EXTRA FIGURES 


Our Manuals 

reading Andy's thoughts on 
Ubisoft eliminating paper manuals in issue 206. 
I've always considered my penchant for manu: 
als a bit old-fashioned, but they are an essential 
part of my game-playing ritual. Before com- 
pletely ging over my heart and soul to a game, 
| sit down = with the TV and computer off – don 
my reading glasses, and crack open the manual 
(however scant it might be) to orent myself and 
allow the anticipation to build. I can't believe | 
‘am alone in this ritual, either, If an essential 
part of the fun! 


W. Keith Duffy 
Schuylkill Haven, PA 


‘Andy's defensa of the video game manual was 
awesome. I'm all for helping the environment 
but getting rid of game manuals is just not 
worth it. Why not just make game manuals out 
‘of more environmental responsible mater: 
ав, ike recycled paper? Besides, i's not ike 
people are taking their game manuals when. 
they're done with the game and burning them 
in a giant bonfire with a dumpster full of plastic, 
ой, and endangered animals inside a widife 
reserve. As long as my manual is being used, 
how can it be considered wasteful? If you want 
to help the environment, Ubisoft, there are 
better places to star 

Kai Rogers 

Via email 


Manuals are important to many gamers, 
but not necessarily because of the informa- 
tion inside. In-game tutorials are so preva- 
lent that you may never need to open the. 
instruction booklet, but these letters (and 
many more like them) ilustrate that manu- 
als are still a valued part of the video game 
package. Some gamers have rituals tied to 
them, and others feel ike a game without. 
its manual is incomplete - a gap in their col- 
lection. Whatever the reason, gamers love 
their manuals, and taking away something 
people appreciate is not a good way to 
keep customers. How about this, Ubisoft: 
You can take away that useless page 
labeled "notes" at the back of every instruc- 
tion book, but please leave us the rest. 
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lama huge fan ofthe Halo franchise lm anx 
iously awaiting Halo: Reach ike most of the 
gaming word, but I heard a rumor that Bungie is 
running out of ideas for new Halo games. Is this 
true, or can | continue to know that my favorite 
series is stil on ато? 


Justin Breedlove 
Victorville, CA 


The concept of a studio like Bungie *run- 
ning out of ideas" is ridiculous. The rumor 
you heard is almost certainly false, but 
Halo might still be facing some changes. 
Don’t worry - Halo isn't dying. It's one of 
the juggernaut franchises of the gaming 
industry, and it will keep going as long as 
‘each installment continues to sell millions 
of copies. However, Bungie's involvement 
in continuing the series is still uncertain. 
The developer's recent publishing deal with 
‘Activision proves that Bungie is eager to. 
branch out and work on non-Halo projects. 
Even if Bungie isn't at the helm, you can 
bet that the adventures of Master Chief will 
continue. Microsoft owns the Halo brand, 
and the company won't forsake 

the franchise that helped 

it break into the video 
game business. 
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WINNER) 1 Stephen G. Queja Koopa Toop ts to convince Мало to dich the Kónapping prone. anh 


Peach for Rosalina 2 John Lueras Ayu struggles to get his hadouken past Dan Hbi ste after a lale 
right on the town. 3 Harry Vargas Dante and Kratos duel to the death on the gigantic hand of Lost 
John Locke 4 James Ambrous Саруар quickiy leamed that Skag Gully ist the best place for his 
dance paries 8 Andrew Johnson A colection ot legendary gaming protagonists. And then there's Zitz 
from Battletoads 
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(Left) “So. if we have one 
and conta Shia and one 

hand cotra the swinging 
‘monkey... Stephan Spielberg 
contemplates using the PiaySta- 
tion Move for he video game 
‘adaptation of їпйзпа Jones and 
the Kingdom of the Оузы Sal 
{Семет Levar Burton єана 
‘ving beck to the community, 
The Reading Raintowstar was 
recent at E3, helping troubled 
ats lam to read (tt work 
wih Dan ca) (Right) Robert 
Wael, pictured here wth G's 
Nick Avene, won a custom Oris 
Forsberg NOS Nissan 370Z afier 
posting the fastest ime inthe 
NOS/Game hformer Need tr 
Speed: Shit chalenge 
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Special Edition 


For one week each year, the eyes 
of the video game world turn 

to the Los Angeles Convention 
Center, the site of the annual 
Electronic Entertainment Expo. 

This year, the three major console * 
manufacturers came to promote 
new hardware – Microsoft's Kinect 
camera, Nintendo's 305 hand- 
held, and Sony's PlayStation Move 
motion controller. 
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In addition to the excitement surrounding new peripherals and 
handhelds, there was the usual onslaught of would-be block- 
busters — and a good number of quirky, under-the-radar gems. 
From strong showings for perennial franchises like Metal Gear 
Solid, Gears of War, and Fable to surprise returns of long-lost 
favorites like Donkey Kong Country and Twisted Metal, there 
was more than enough to keep people talking, Read on for all 
the news and announcements from the show, plus our press 
conference grades for Sony, Microsoft, and Nintendo. 
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intendo has struggled with its 
ЕЗ press conferences in recent 
years, the worst example being 
the 2008 briefing that angered 
"ts core fans to the point where 
company president Satoru ata. 
apologized afterwards. 

Tris year, the company came out swinging 
with a punchy conference that spent ittie timo. 
trumpeting sales figures and focused instead. 
on the upcoming 30S handheld and a host of 
promising software 

‘As expected, Nintendo's Reggie Fis-Aime 
‘emceed the proceedings (пе controversially 
chipper Cammie Dunaway was missing from 
the conference entirely), claiming that E3 is the 
place where you can "feel the buzz, and that 
‘buzz begins with technology.” The technology he 
was taking about wasn't Sony's ЗО TV displays 
or Microsofts controller free Kinect, but.. WE 
MotionPlus s not the most cutting edge tech- 
nology, but it doesn't have to be when Nintendo 
announces a new Zelda game - the E3 press 
conference equivalent of throwing a steak into a 
room of pt bul 

The latest in the storied serias, The Legend 
of Zelda: Skyward Sword, requires tho Wi 
MotionPlus and offers a new motion control 
scheme that emulates holding a real sword and 
shield. Conference staples Shigeru Miyamoto 
‘and Bil Tinen led the demonstration, which 


was unfortunately plagued by wireless issues, 
making the game look a lot buggie than t was 
on the show foor. 

Nintendo made only a few references to 
the company's casual audience, inthe form of 
announcements for Mario Sports Mix and Wi 
Party. The former has the familar Mario gang 
lacking dodgeball, basketball, volleyball, and 
hockey. Wi Party 6, natch, а minigames colec- 
tion that features your Мав. Neither was impres 
sve, but they didn't take up enough time to drag 
down the conference's momentum, 

The rest of the presentation was devoted to 
quality new games = a number of which were 
Welcome surprises. Legendary game creator 
Warren Spector came onstage and gave an 
extensive demo of Epic Mickey. The visually 
striking Wi exclusive looked in fine form, par 
ticularly the level that featured an early black and 
white version of Mickey. 

From here, Nintendo delivered a series of 
previously unannounced games. First up was 
GoldenEye 007, a new Activision reboot of the 
storied N64 shooter featuring the keness of 
current Bond star Daniel Crag. Judging by the 
applause, many in the crowd have fond memo- 
ries of GoldenEye multiplayer, even if the new 
tie looks rough graphically 

More impressive was Kirby's Epic Yam, a new 
sidescroler starring Nintendo's venerable pink 
pufbal. The visuals tured heads with clothike 


textures that resemble LittleBigPlanet, though 
they could just have likely been influenced by the 
‘often-overlaoked N64 game Yoshi's Story: 

For those wondering what Retro Studios 
have been up to since leaving the Metroid 
franchise, the next segment revealed Donkey 
Kong Country Returns, a 20 platformer that 
harks back to the series” glory days on the 
SNES, Again, this was manna for the hardcore 
Nintendo fans, 

‘The remainder of the conference was devoted 
to the Nintendo 30S, the company's new 
‘lasses: ree ЗО handheld. Satoru Iwata came 
back with an actual unit in hand. Whe the tech: 
nology behind it seems sound (read the following 
pages for more on ЗО$), the one problem was 
that - unike Sony, which distributed ЗО glasses 
at its press event - the tiny unit and its display 
couldn't be accurately showcased onstage. 
Aware of this fact, Nintendo marched out an 
amy of models holding 305 units for the crowd 
1o inspect up close. 

Tha final shock of the show came when. 

‘one of the most enduring Nintendo E3 rumors 
finally came true withthe announcement of. 
Kid Icarus: Uprising, a brand new game that 
Nintendo had previously referred to as Project 
Sora. The game looked impressive, showing 
aerial combat that suggests that the GDS is 
somewhere between the DS and the Win 
terms of graphical power. 


len) geo Myamotodemonstatis 
‘Toe Legend of es: буна Sword le 
onstage atthe Nintendo press conference 


Weve) Maro Sports Max Wi Panty 


Nintendo as enjoyed tro- 
mendous success in the last 
few years, but its ЕЗ press 
conferences have left a lot to 
be desired. Whether it was 
Cammie Dunaway’ awkward 
banter with Shaun White or 
wasting valuable time detail- 
ing oddball ideas ike the 

Wi Vitality Sensor (we're 

still waiting, Miyamoto, the 
company’s presentations have 
lacked pop. This year was just 
about perfect, outside of the 
technical glitches during the 
Skyward Sword demo. New 
GoldenEye, Kirby, Kid Icarus, 
and Donkey Kong games have 
"he potential to both reso- 
nate with the hardcore while 
attracting some of Nintendo's 
пен, more casual audience. 
Its clear that the company has 
been playing close attention 
to how much more successful 
the 20 New Super Mario Bros. 
Wi has been than Super Mario 
Galaxy 2. Given Nintendo's 
"rack record in the handheld 
market, its hard to bet against 
the 308 being anything less 
than a breakout success After 
seeing the unit up close, our 
impression of the system only 
improved. The 30 really works, 
glasses be damned. 


connect 15 


16 


Nintendo 
Unveils The 


SDS 


intendo loves to innovate, 
Whether its adapting video. 
games to the household withthe 
NES, creating a handheld market 
with the Game Boy, or opening 
the industry up to new consum. 
ers with the Wi's motion controls, the company 
is constantly thinking outside the bax and driving 
gaming forward. 

A few months ago, Nintendo announced its 
next feat of technological alchemy, it might ав 
wol have been talking about turning lead into 
gold, because a handheld device that displays 
ЗО images without the need for glasses sounded 
a science fiction. So when Nintendo unvelled 
the device at this year's E3, the question on 
everyone's mind was, "How wel does it work?" 
Its debut was so impressive the 3DS became the 
most talked about product at the show. 

You'll have to wait to get your hands on the 
system yourself to understand how its lasses: 
free 3D technology works, but in the folowing 
pages we break down al the other reasons to 
gat excited about Nintendo's new handheld. 


NINTER 


The system at a glance 


Nintendo says the 3DS models on the 
show floor weren't final, but they stil 


highlight all the features we can expect 
to see on retail units when they release 
sometime before March 2011. The com- 
pany is announcing the unit's price at a 
later date. 


3D Screen 

Tis 35 ch videsron LOD has an 800x240 exten 
loci 400 ues 1o ech eye Ths lors eon o 
берау tope and veo п 0 No gases essay 


Өзр Slider 

Ths ett ute degin o e 30 day Everyone 
vene Die баету and win ms skr scan 
эйе he 30 a conari seting orum е eec 
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O slide Pad 

The button layouts remarkably smiar to the DS. The one 
important action, however, s this side pad. This analog 
Joystick doesn't provide the same Kind ol leverage as a 
laor console tik, but eels Ike a step up from the 
analog nub on Sony's PSP. 


© Touch Pad 


The botom scren lacks 3D effects, but stil features touch 
сол. This 3 02-nch LOD has а 320 x 240 resolution. 


© Home Button 

Conse omes aready a ith how is buton 
wot The Home buton cane used to uta gone and o 
пахо the stems main menu, check tery ers or 
men boise otal naruton nuns 


(Headphone Jack 
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305 games come on 263 cas tat kok very smiar 
1o me gal DS game cards Vie пита DS games 
‘copa wil he 20S sal ubon 30S games 
Prevents hem lom beng Ter о oher DS sons 
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Nintendo 
Unveils The 


From a distance, the 30S looks Ike the DS Lite а clamshell 
design, two screens, four face buttons, etc. But there is a lot 
nore going on under the hood of Nintendo's new system. 
Unlike the DS, the 3DS has built-in motion sensors and a gyro- 
scope. While we didn't get to see this tech in action, their inclu- 
‘Son indicates future 305 tiles wil have some Kind of motion or 
tit functionally, 


Nintendo announced that the SDS would be capable of dspiay- 
ing ЗО movies as well as games, While the company was reti- 

cent to announce any specific plans, partnerships with Warner 

Eros, Disney, and DreamWorks were briefly mentioned, and trail- 
‘ers for tho animated fims How To Тай Your Dragon, Legend of 
the Guardians: The Ом of Ga'Hoole, and Tangled were running 
оп several 30S systems across the show foor. 


The human eye is оу capable of capturing two-dimensional 
images. However, we perceive the word around usin three 
‘dimensions because we have two eyes. I you bink looking. 
through each eye alternately - уои1 notice that objects closer 
to the foreground seem to shift more than objects in the back 
‘ground, This is because each eye sees the word fom a эму 
derent perspective. Your brain takes these two sighly varied 
images and calculates the distance of objects in font of you, 
which allows you to perceive the ward around you in three, 
dimensions. The ЗО lusion takes advantage of this mind tick 
by presenting images to each eye in which objects have been 
sited кучу. 

Engish inventor Sr Charles Wheatstone discovered the 
3D optical effect in 1838 when he invented а device similar to 
‘modem Viewînders. Curent 3D displays present hese dual 
images at the same time, but for the eflect to work, you must 
wear glasses that fler опе o the extra images from each eye. 
Wih each eye receng a sight diferent picture, he brain does 
its calculations and perceives certain objects to be closer than 
‘others, So how does Nintendo's ЗО рий ff the same trick wih- 
ол glasses? 

The lop screen of the 3DS sil stacks two images on top ot 
оге another Ike most 3D-ready displays, but instead of requiring. 
the viewer to wear special glasses, a parallax barier has been 
placed on top of the LCD display. Tris paralax barir is a thin 
layer of material featuring a series of precise sits that essentaly 
ange the two images in different directions, one towards each 
eye. This technology isn't new; Sharp has been experimenting 
wih this Kind of display for near a decade. The problem is that 
parallax barriers only alow for a very папом viewing ange - st 
{oo far to the sde and al you see is a шту mess, This is bad 
news if you're trying to sel a famiy of four а 60-inch television, 
but works fawlessly i you know that only one person wil be 
standing in font of your product at any given tme. 
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Dozens ot games are already in development for 
the SOS, Hare's a ist ofa few tiles hat havê 
been announced so far. 


мш 
э» Shin Megami Tensei oo ев in the werks) 


Capcom 
» Super Street Fighter V 30 Edition (woking te) 


Electronic Arts 
э FFA Soccer 
э Madden NEL 
» TheSims 3 


Harmonix 
» United music game 


Hudson Soft 
э Bomberman 
э Kororinga 


Konami 
э Baseball (woring Ше) 

» Contra (working te) 

» Frogger (working tite) 

э Pro Evolution Soccer (working Ше) 


Majesco Entertainment. 
» BoodRame: The Stroud 
» A Boy and Hs Bob 


Namco Bandai 
» Dragon Bal (working tile) 

» Gundam (waking tite) 

» Pac-Man & баада (working tite) 
э Ridge Racer (working Ше) 


Nintendo. 
э Айта] Crossing 
» Paper Mario 
» 5а Fox 6430 
» Sed Dier 


Sega 
» Sonic (working e 
э Super Monkey Bal (voting tile) 


Square Enix 
э Codename: Chocobo Racing 30 
» Dragon Quest working tite) 
э Fal Fantasy (working Ше) 
э Kingdom Hearts working ti 


Tecmo Koei 
э Dead or Ave 3D (working tite) 

э Dynasty Warriors (working tie) 

э Ninja Gaiden (working tite) 

э Samurai Warriors 30 (ering tite) 


m 
De Bob: The Underground 

» Kung Fu Panda: Kaboom of Doom 

» Marvel Super Hero Squad ny Gauntet 
э Puss N Boots 

» Saints Row: Drive-By 


Ubisoft 
э Assassin's Creed: Lost Legacy 
» Battie of Giants: Dinosaur Ske 
» Driver Renegade 

» Ghost Recon 

» Splinter Cal Chaos Theory 


Warner Bros 
э Batman franchise 
» LEGO franchise 
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Nintendo 
Unveils The 


The most exciting technology in the world doesn't mean much if there isn't any software to take advantage of it. Check out 
some of the exciting games that have already been announced for the 3DS. 


Younger gamers probably only know Pit as "hat cupid charac- 
ter from Super Smash Bros. Brawl.” but others remember this 
classic Nintendo franchise from when it was on the NES nearly 
25 years ago. Uprising is being developed by Kirby and Super. 
Smash Bros. creator Masahiro Sakurai, and looks to bo a fast- 
paced blend of aerial and ground-based shooting. Pit teams 
up with a goddess named Palutena, who grants him the power 
Cf fight for limited stretches of time. While Pit shoots down an 
army whle fying through the sky, he wil eventually be forced 
to land and continue his assault against Medusa’ underworld 
minions from the ground. 


Nintendo said this was original just a tech demo, but later 
‘announced plans to bring one of the most popular entres in 
the beloved franchise to the 20S. The system's touchscreen 
controls alow for instantaneous item equipment, but few 
‘other detais about this remake are available. We'd love to 
eo Nintendo add a few new sidequests or an extra dungeon. 
to this adventure, Regardless, we'll gladly take another trip 
through the N64 version of Hyrule. 


The portable version of Activision's DJ-centric music series 
‘doesn't bother with clunky turntable peripherals; the 3DS'S 
touchscreen works just fine. Players can tap notes, switch 
tracks, and scratch records by simply sliding ther stylus across 
the screen. Activision hasn't announced any of the game's 
tracks yet, but we played a mash-up of 2Pac's “California 
Love” and B.o.B's "Nothing on You,” and found the controls 
surprisingly responsive, 


It wouldn't be a proper Nintendo system iit didn't feature 
Mario Kart. Nintendo didn't talk much about the 305 ver- 
sion, but did say the game would include a host of wireless 
‘multiplayer features, Mario's combat racing formula is so 
polished, we're sure this game wil sel milions of copies Ike- 
^t always does. 
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Konami was mysteriously quiet about this Metal Gear demo, 
‘butt sounds ike the company is planning to re-release the 
PS2 tte on the 30S with some possible gameplay tweaks. 
“The Naked Sample" demo was an interactive video that 
showed Snake sneaking through the junge, but it contained 
оте of the most impressive 3D effects at the show. leading 
ив to belive that Kojma Productions has spent а far amount 
of ime with the hardware, 


Ifyou thought Nintendo's original Nintendogs were iresistbiy 
оде, wait unti they pop out of the screen and seem to lek 
your face. The 30S's bult-n camera and facial-recognition 
technology allow these puppies to react to real-lfe gestures 
and facial expressions. That much cuteness must be balanced 
out with something sinister: cats, 


Players visited Wuhu island in Wi Sports Resort and Wi Ft 
Plus, but Nintendo isn't done with the tropical resort. Players 
wil return to the island once more when Nintendo resurrects 
its classic fight sim franchise, PlotWings. Expect your piloting 
prowess to be tested with a diverse set of challenges involving 
airplanes, hang giders, and jet packs. 


The third entry in the Professor Layton series, Professor. 


Layton andthe Unwound Fire s aad o he oral DS ү РЇЛДЇЕ SOLVED! 


this fall. After that, this puzzle adventure series might move 

‘over to the 305, at least in the U.S. In Japan, Mask of Miracle a 

is the fifth game in the series. What's happening with number The city of miracle: 

four? We hope the Professor solves that mystery soon. Look how busy even at night. 
The city sure is sleepless. 


I you wanted to see the graphical power of the 3DS in action, 
then Resident Evi was the game to see. Revelations is buit on 
Capcom's MT Framework engine, the same engine used to 
power games Ike Lost Planet 2 and Resident Evi 5. The raler 
‘shows Resident Evil mainstays Chris Redfield and Jil Valentine 
holding each other at gunpoint. It also didn't make a lot of 
‘sense - so at least i's consistent withthe rest of the franchise. 
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presents: 


р um ЭЕ 
ЫТ т, " 
“ELECTRONIC ENTER та 
ЕЗ 2010 was one ofthe most exciing expos ever 
From ground-breaking peripherals to breakthrough 
ames, gamers have lols to be stoked about. We 
take look back at some of our favorite moments 


Beyond the Games Raise your NOS Energy Drink 
and toast, because 2010 is the year ol Ine Gamer! 


The NOS Ultimate Sweepstakes: 


1. Kane & Lynch 2: Dog Daystook over the streets Rickshaw style. 


2. Our NOS girl welcomed ЕЗ visitors as they enter with a bottle of 
ur new NOS Loaded Cherry. You're very welcome. 


3, Those Killzone 2 guys are always so serious.. seriously! 


4, We went to E3 and a Plants vs Zombies fight broke out. Actually, 
‘a breakdance battle, Ever seen a zombie headspin? Priceless. 


1. The Homefront soldiers fuel up for their 
‘upcoming battle. 


2. ust-launched Virgin Gaming entices 
gamers with a serious cash load. We're all 
competitive, but this changes things a bit. 
We got next! 


3. How you doin? What the! Um. ‘never 
mind" Dead Rising changes the way We 
{ook al booth girls for the rest of our lives. 


4, TRON shows us whata real bike looks 
ike. (Note to slftrade in my Schwinn 
and slat saving.) 


5. We stop in at the Game Informer Live set 
‘where Nick Ahrens is good to go. 


yond the 
? Fuel up with 


informer.com/NOS 


PlayStation Network 
Panders For Cash 


Twisted Metal's 
И Tooth brings back 

the car combat series 

ie and introduces 
developer Eat Sleep Pays 
Simon Campbell and 
David Jaffe. The 
appearance of Portal 2 on 
PS3 was the surprise of 
the press conference, and 
Valve co-founder and PS3 
‘critic Gabe Newell drew 
laughs when he thanked 
Sony for inviting him and 
"not repeatedly punching 
‘me in the face” Nowell 
went a step further and 
that Portal 2 


version on any console” by 
virtue of using Steam for 
auto-updates, download- 
able content, and more. 
This shouldbe good for 
geting gamers more 
patches, and Newell throw 
азу dig at Xbox Live's 
reportedly more strict 
structure by praising PS3's 
‘open approach: 


‘conference, 
minantly to the full unveiling of the 
ly of 
(turn the page for more), it was j 
company is firing on all cylinders. 


ing an impressi 
more Kevin Butler, Sony had 9 king at the games lineup - 
ted Metal, Portal 2, Kil 2, Infamous 2, God of War: Ghost 

Р), Gran Turismo 5, and more, the landscape looks nothing like it once 


Ме Gabe Newell declared that the system needed a “de 
unfuliled potential of PSP Go and Home, as well as the strength of Xbox. 
't stopped Sony from its continued support of the PSP brand and PSN. 
ward instead of suking 
it has sold fewer consoles than its competitors. Now all that hard work and 
tence is starting to pay off. 


Tipp a pies ec ordi ви e 


" | | | 
Only on PlayStation Butler Brings Down the House 
Sonys press conference lacked a big third- porty exclusive Ike last 


year’s Agent from Rockstar, but the company grabb 
gating exclusive DLC mi 


ns for Mafia 1 and Assassin! 


Brotherhood, as wel as two special edition releases from Electronic Maro. Арап from a few jabs at the competition, Butler roused the press and Resistance 3 weren't at 
Arts. The Medal of Honor special edition includes a remastered НО ver- conference attendees with a cal to ams for gaming Itself. I Low the how, hire was plenty 

sion of Medal of Honor: Frontina, and a Move-enablediteraionofthe Games,” he declared. "Gaming is having a ridiculously huge TV in a tiny ida 
previously Wi-only Dead Space: Extraction wil be packed in with the one-room apartment. I's staying up unti 3 am, to v oris Soin алы 
Dead Space 2 special edition. Although Square Enix has taked about in't real.. but is.” Butler was at his best when he closed his speech looks to be ina good position 
possibly brining Final Fantasy XIV to the Xbox 360 since last E3, for now — with the impassioned cry: "And though we may pledge fanboy ale no matter the numbers, and 
i remains a console-exclusive PS3 game glances to diferent fags, deep down inside, we all serve one master, the PlayStation 3 is building 

оге king, and his name is gaming! Forever may he reign" 


dangerous momentum. 
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More wand: $49.99 


PlayStation Bye camera: $38.99 


Navigation controller: $28.99 
More, Eye camera, 
Sports Champions, 


Move demo disk bande: $99.99 
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($399.99 win Playstation 3) 


aysStation 
Moves 


the E3 Crowd 


GOC earlier this year, Sony for 
‘mally announced the PlayStation 
Move and a food of launch 
titles that had been kept under 
wraps since the company first 
announced plans for a motion 

Controller last ЕЗ. This left us wondering 

what Sony would have left to show at 

this year's expo aside from 3D-enhanced 

gaming. Since the official tech announce: 

ment was already out of the way, Sony's. 

Move presentation during its ЕЗ press 

Conference focused primarily on games 

and pricing 

"n comparison to Kinact's rumored 
$150 price, the PlayStation Move setup is 
slightly cheaper. The wand costs $49.99, the 
PlayStation Eye camera is $39.99, and the 
navigation controller is another $29.99, The full 
set of peripherals wil hit your bank account for 
roughly $120, though this price doesn't take 
families interested in multiple controllers into 
consideration. The bundle-minded gamer can 
pick up a Move controler, Eye camera, Sports 
Champions, and a Move demo disk for $99.99, 
though the navigation controler is notably 
absent from this setup, Another bundle that 
includes the PS3 costs $399.99. Nintendo's 
latest Wi bundle, which includes all needed 
accessories, only costs $199, 

To support the technology, Sony expects 
about 20 Move games to hit stores on 
September 19, with more than 40 tiles avalable 
by the holdays. Sony. developed Move titles wil 
cost 839.99, but third-party pricing has yet to be 
announced. If you're looking to engage in the full 
Move experience this fal, irl cost you. However, 
with near spat-on accuracy and solid develop- 
ment support, Move has the potential to be the 
Wii HD solution we've been waiting for - minus 
the shovelware, 


P 
em 


Tiles designed specifically for Move with 
Sony's backing took up the bulk o the com: 
pany's ЕЗ booth. Sports Champions, The Fight: 
Lights Out, and SOCOM 4; U.S. Navy Seals. 
‘were among tha highights. Най shooter The 
‘Shoot, pet owner simulator EyePet, and SingStar 
Dance are also designed with Move in mind, and 
use the PlayStation Eye camera in ferent ways. 
Third parties had a fairy ight Move showing, 
though we're told 40 developers and publishers 
are working with the technology. Thus far the. 
roster notably includes Disney Interactive's Toy 
Story 3 and Tron: Evolution, Матсо-Валаў ral 
shooter Time Crisis: Razing Storm, and Ubisoft 
real-ime strategy tile R.U.S E.. EA Sports Active 
2 and Ubisoft's Chid of Eden were demoed at 
E3 using Microsoft's Kinect, and wil be released 
‘on the Sony platform as мей, though Move sup- 
portis stilin question, 


Many third-party developers we spoke with 
‘Said they are more comfortable working with 
Move as an extension of a standard game con- 
roler, as opposed to developing a Kinect game 
from the ground up. Judging by the number of 
existing PSS Мез receiving software updates 
via PlayStation Network to add Move functional- 
ity, including EAS Tiger Woods PGA Tour 11 
Capcom's Resident Evil 5: Gold Edition, and 
Heavy Rain, it doesn't seem Ike too much work 
to implement Move support. 


For wore pts on Payton How check out топтоп 


Games 
That Move 
O LittleBigPlanet 2 


The maton controls won't 


Өте Sly 
Collection 


The Sy Collection, ће 30/ 
high-def port of Sucker Punch 
Production's classic ЗУ loy 
pport the More in its 
unlockable minigames. 


Ө Heroes on ће 
Move working ito] 


Ratchet Clank, J 
Bentl With their 


The Nightmare Queen 
threatens to cover the kingdom 


i» 


апа Microsoft trad 

ring the last f 

s Nintendo’ 

fett left out in the 

in favor of the broader Wii audi 

ence. This year it was the Xbox faithful think 
though 
Things 
with a demo fo 
I of Duty: Black 


des! penchant fa 


na Produc 

sfs Don 

vealed that a deal isin plac 
0 


Rising. Mer 


that bult tt 
ich sho 
the fret tir 


os is sky high. Thanktuly, all 
than capab 
Pater Molyneu 
cial charming 


wed was an uninspired 
ties that did It 
licrosot is p 
success of the le the Kinect technology 
of the game: 


хіта, an interactive animal sim, 
istenca to Nintendogs. 

Ride is nothing more than a kart 

racer with controller-free "steering" and ava- 


— 


Microsoft Pushes 


єз CasuakGaming 


tars. Kin 


micky ng агай ride 
players and lean to steer. 


gests, 
"The Kinect ineup mad 
towards the hardcore crowd. A de 
tar Wars elo 
‘but поету compoling. 
The best Kinect 
‘third-party compar 
cso title Your 
комей. In both, the Kin 
ately track the p 
ments, giving real feedback on 
the players v 
It was clearly 


ability to let players 
i around” and 
tual cars. 


A Brand New Xbox 
Microsoft finished is pres 
rumored Yoox 360 "sim hr 
duro E3 fra price o S299. The new unit is 
original Xbox 360 калфа, and features sve 
ships wih a whopping 250GB hard drive and buit- 
capa talo has a dedicated prf 


hocking e 
Most important, ts improved buid quay means 
than previous 360 mates, 

fing and the "red ring f 


тий of the long: 
re, vtich began shipping to stores 
ale than the 


а 


dis said to 


A Strange Coming Out Party 
The night betore ts Езра 

ject Naa 
rights in E3 history Т. 


onlerence, Microsott heid 
nt ihat might be one of 
stow featured he 


famously werd Crque Du Solel. Upon entering, attendees 


vere gen white ке pads rat 


ad hidden LEDs 
маза presentation that blinkered the 
imagination. А giant fake elephant walked in between 
stor. Acrobats and cancers performed odd ras 
A boy climbed rocks that represented diferent steps in 
gaming history, ety ascending to a giant ball wih a 
n Хрон logo and тесле Nis hands 10 he 
unison A pretermaturaly 
(отейтез upside down) 
gh above the arena, playing Kinect with a manic energy. 
Avatars Пен tough outer space on giant video screens. 
Then, it was over 


Were net sue н vg was meant to convey. 
but twas certainly memorable. Perhaps the most ling 
‘moment ofthe event came from legendary Dead or A 
барай, who feprtedy 
ora moment then prom t 
eds and walked ол 


Kinect, ESPN add new features to Xbox Live 


Over the years, Xbox Live has transformed 
from a dedicated multiplayer gaming network 
to an all-in-one social media hub. This ЕЗ 
‘saw Microsoft strengthening the service on a 
number of fronts. The biggest splash came 
with the announcement that ESPN is offering 
‘exclusive Ive and archived sports program: 
ming to Xbox Live Gold users for no additional 
«cost. More than 3,500 sporting events are. 
planned for the frst year, many to be broad. 
cast in full HD. 

ESPN SportsCenter anchors Josh Eliot 
‘and Trey Wingo came onstage micway 
through Microsoft's ЕЗ press conference to 
deliver the news. Engaging in their familiar 
banter, the duo demonstrated some of 
the interactive features that wil distinguish 
watching sports on Xbox Live. Using Kinect, 
the pair requested instant replays of last 
угаг Ohio State vs. USC college football 
‘game from alternate angles with voice com- 
mands. You can also choose a rooting 
interest, see how many viewers share your 
allegiance, and participate in real-time polls 
and trivia. 


One caveat worth noting is that we assume 
that the ESPN broadcasting avalable on Xbox 
Live willbe subject to local television blackouts 
and other national contracts (Же TNT's NBA 
games or Notre Dame footbal), so watching 
your favorite team play might not be an option. 
When Microsoft showed the sports avatable 
the NFL America’s most popular sport = was 
also notably absent, 

Another segment of the conference detailed 
ideokinect, a new video chat service that 
utilizes the new camera peripheral. A Microsoft 
engineer, using only hand gestures and voice. 
‘commands, easly set up a Ive chat with her 
sister in Austin, TX. From there, they browsed 
а variety of media together. They watched 
a trailer from the upcoming fim The Last 
Airbender (while engaging in some sited 
‘canned repartee). One cool Kinect feature 
showcased in this segment was the units abi 
ily to track head and body movement, As one 
‘ofthe chat partners moved out of the frame, 
the Kinect perfectly adjusted the camera angle 
to көөр her centered. 


Microsoft has he hardcore 
gaming community on lock, but 
after this conference the faith- 
ful might begin to wonder it 
they are being taken tor grant- 
өй. While the new Gears, Fabie, 
and Halo tiles look fantastic, 
these are long-established 
legacy franchises, Ws wori- 
some that Microsoft seems 

to be lagging in establishing 
пен, hardcore-lcused gaming 
IPs as it chases Nintendo's 
huge casual audience. Why 
was Crackdown 2 absent from. 
the proceedings? [Our review 
on page 111 may have some 
clues. - Ed] 

We'd be more inclined to 
forgive is sight if the Kinect 
software was more impressive. 
Nearly every game shown ~ 
even the more interesting 
third-party tiles ike Dance 
Central and Your Shape - are 
derivative of Wi-established 
ties. "Do what Nintendo did 
three years ago, but without a 
controller” isn't an innovative 
strategy. We're on board with 
the new, slimmer 360, but 
Kinect needs to show more 
compelling games before 
we're sold 
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Project Natal Becomes 


Game Informer dives into the game library and other 


lora its оса! press con 
ference, Microsoft used а 
staged performance invo 
ing a faux elephant, glowing 
“interactive” ponchos, and 
ıa Cirque du Solel troupe 
to give an official name to 
Project Natal: Kinect. During 
the event and the press conference the flow. 
ing day, Microsoft also showed off a handful 
of launch tits to go along with its new motion 
Controlled device. The game demos were reveal: 
ing, not just for what they showed individually 
bul ав ап overview of Kinect in general. 

According to the marketing spiel Kinect is 
supposed to give players a direct 1:1 interface. 
with their Xbox 3608. Does it work that way in 
practice? After spending about an hour with 
the device, we'll answer that with a resound: 
ing, "kind of." 

Input is occasionally laggy, with noticeable 
delays between your physical actions and their 
onscreen translations. To be fair, at least some 
ofthat is duo to the way games aro designed 
A true 1:1 input would be frustrating for games 
that involved actions ike jumping or leaning 


(ia. most Kinect games). For instance, some 
people might not be able to physically jump high 
‘enough to clear a virtual hurdle because they're 
shor. To compensate, Kinect interprets actions 
such as jumping and thon triggers canned ani 
‘mations, The timing window to clear a hurdle in 
real ife may be extended in a game to make the 
‘experience more enjoyable for he less athie 
cally incined. That does, however, lead to times 
when a player lands on the carpet long before 
their Avatar completes the jump. Those balanc- 
ing tricks may make games more enjoyable for 
the casual set, but skeptical gamers are already 
scrutinizing the device. 

Microsoft hasn't officially commented on 
how much Kinect will cost, but all signs point 
10 $149.99, A cluster of major retailers such 
as GameStop, Best Buy, Amazon, Wal-Mart, 
and Target have posted that price on their 
websites, and Microsoft itself has fsted the 
вате price on its official store. In addition to 
being sold separately, Microsoft has said that 
а bundle wil be avaiable that packages a 
slimmed down Xbox 360 console alongside a 
Kinect unit. GameStop had two versions of the 
bundle listed for $299 and $399, but has since 


pulled the listings from its ste 

As for the games, Microsoft isn't saying 
whether new releases wil cost the standard 
559.99 or if Kinect les wil be avaiable at 
a bower cost. fier playing with some of the 
games, unless Microsoft в holding back most of 
the good stuf the company would be insane to 
cross the $39.99 barier 

Kinect could end up being a pricy solution 
for fames without a 360 looking to get into 
motion gaming. As opposed to the Wi, which 
costs $199 and includes a game, it could 
cost upwards of $300 for a similar experience 
with Kinect. Once you add a game or two, 
that figure could hop past the $400 mark. Of 
course, that’s assuming that these intial prices 
are accurate and that Microsoft won't pack: 
age a game with the device. Regardless, that’s 
a sizable investment. The Xbox 360 offers 
things that the Wi cannot, such as streaming 
НО content, video chat, and a seamless online 
experience, but wil casual players looking to 
bowl а few frames with ther grandchildren 
care about those balls and whistles? 


XBOX 360 


aspects of Microsoft's new motion-controlled device 


How Does It Work? 

Kinect uses several diferent technologies in 
tandem to work йв magic. A standard RGB. 
camera is used for facial recognition and video. 
chatting. The infrared camera and emitter on the 
unii face alow Kinect to recognize depth and 
movement, even in a pich-black environment, 
Four microphones handle voice input. The unit 
‘also has a motorized swivel, allowing it to track 
users f they move out of the frame. 

Microsoft says that much of Kinecti innova 
tion comes from the software, which orches: 
trates how each piece of hardware works 
together. Kinect can supposedly track up to 
four users simultaneoush and ignore interfer. 
ence from other players. If you were planning to 
waggle around Ike a maniac hoping to screw 
up your buddy's game, save you energy. The 
system can also read the skeletal anatomy of a 
player, make a guess fits а chid, and adjust а 
game's dificulty according. 

‘One big hurde that Microsoft has to overcome 
isthe current imitation that users must be stand- 


ing. Voice commands clearly don't have that 
Imitation, and we don't know about manipulat- 
ing menus and media playback, but the games 
we demoed wouldn't work if players were sting. 
опа couch. Microsoft says its working on a 
solution, so hopefully its addressed by the time 
Kinect launches. 


A New Way To Interact 


In addition to the obvious gaming applications 
Kinect offers а new system-wide interface for 
Xbox 360 users, Afer visual registering a new 
user — a process that takes about a minute — the 
system can recognize players and automaticaly 
log in ther appropriate gamertag, 

Once logged in, waving at the unit brings up 
a special Kinect interface, which replaces the 
usual scroling panes of content with eight large 
icons. Holding up a hand pulls a virtual hand 
onto the screen, and players can then browse 
and select the content they wish to explore. To 
select a specific tem, players hold the icon over 
fora few seconds. 


Microsoft's goal is to replace the remote or 
controller whenever possible. While watch- 

ing Zune videos or browsing content from the 
upcoming ESPN feed, for example, viewers can 
raiso a hand to skip to specific portions, paus 
playback, and perform other basic functions, 
Voice recognition is also avalable, lowing users 
to say simple phrases such as “Xbox, play” 

Y "Xbox, pause” to perform the appropriate 
function. We tested out that voice functionally 
‘ourselves, and it worked without any kind of 
training, recognized our commands immed 
ately, as wel as those from a female journals 
with a decidedly different voice, even with E3's 
intrusive background noise, 

Microsoft says some applications, such 
as Мей streaming, don't curently support 
Kinect functionality. It is being worked on, 
however, and Microsoft hopes to incorporate. 
Kinect support for most of the Xbox 360 
‘cote applications by the device's November 
launch or short thereafter, 
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Punch $ 


Kinectimals 

Even the hardest of hearts melted 
when Microsoft demoed Kinectimals 
atis press briefing The premise is 
simple (and more than a bit familia: 
You adopt pet and goot around 

wih it With Kinectimais, players can 
interact with adorable young jungle 
cats such as lions, tigers, panthers, 
and leopards. Pets respond to voice 
commands and can eam a variety 

of ticks. Trainers can take their cubs 
through ality courses or play with 
toys such as jump ropes Our only con- 
сет wit this опе is its longevity: Once 
you train your cats and go trough the 
minigames, il players have a reason 
to keep coming back to their merag- 
опе? Also, is it that gratifying to paw 
at thin air to pet cubs? Well seo. In the 
‘meantime, vw, 


Your Shape: 
Fitness Evolved 


Ubisoft latest ness game uses 
Kinect to scan users, creating а per 
soraiod avatar with accurate vitals, 
‘Once they re n the game (represented 
‘by an odd бау-войпа blob), players 
сап exercise through a bunch of ft- 
mess minigames or take on a more 
focused approach. A personal trainer 
guides players through their weight- 
loss or finess goals, and Kinect 
provides plenty of immediate feedback 
{orfom, and to make sure players are 
keeping pace. Kinect is going 1o have 
alot of finess games - four have been 
announced so far = so wel have to 
See how Your Shape stands up to the 
competition when f releases: 


Kinect Sports 

Rare knows its standing in he 
shadow ofa serious competitor in Wi 
pois and the team is embracing 
"at extra sorutiny The hurdles arent 
anything special – run in place, jump, 
repeat = but Кее Sports bowing 
‘ame is quite goed, Unike Nintendo's 
Version, players don't have to reach for 
controler and press buttons to set 
ip their lane orientation or spin angle. 
Evin is done with Kinect, an its 
‘surprisingly accurate. You can even. 
throw te ball overhand yd Ike. 
ter games not shown at tho show 
include table tennis, soccer boring. 
‘ola and a mult-event track and 
feld competion Rare might be valk- 
inga welwon path at tis point, but 
its doing so with confidence. 


It's...Purple? 

To heip consumers veu tee 

sardar gunes эл thoe designe spec 

Kinect, те company has designed a speci color 

accent othe boat 

be wed as a vay 

p "hen you go to 
er you see purpie you know is Kinect” 


It makes sense fr 
possible for new users 
1o delineate 
tetar Жо 380 game 
and games designed 
Wis just have 
t 


ne question: Wor 
payers who add Kinect 
1o heir алев 

360 games end up with 
Shelves resembling 
маво bruises? 


More Games 


Irn adiilon to the playable tiles at E3, а ew of other 
Kinect tle were announced. Mey include: 


э Adenine Mistis 


э Untied Str Wars game 
» EA Spots Ache ime Party: In Maton 
» Sonic Free Riders idol Eden 

» DECA Sports Fre ca Kinect 

э Zumba Реве 


» The Biggest Loser: 
tite Workout 


‘This year's big convention in L.A. 


had an enormous number of down- 


loadable games on dis 


у. Keeping 
an eye on the big titles coming to 
XBLA and PSN had me running from 


booth to booth all week, 


rangely, 


WiiWaı 


had almost no support; 


neglected to highlight any 


The other consoles 


ied up the slack, showing off 


many fascinating new products. 


Explore the best downloadable 
games of the show by mat miter 


astlevania: Harmony of Despair 
was one of the most exciting and 
unusual new games on display. 
Xbox 360 and PS3 players already 
have access to the excellent 
‘Symphony of the Night, but this brand new 
Castlevania entry is coming exclusively to 
XBLA. Like most Castlevania games, Harmony 
of Despair is a 2D sidescroler, but it also 
includes six-player online multiplayer. Fan- 
favorite characters ike Alucard and Soma 
Cruz each have special abilities that let them 
access unique areas of the levels, and by 
‘working together they can reach new ones that 
neither could reach on their own. As you split 
up across the level, it's easy to keep track of 
опе another and all the monsters thanks to an 
awesome real-time view that pans out to dis- 
play the whole map. Anytime a player opens 
a chest, all the players get a reward, which 
encourages exhaustive exploration. This sur- 
prising change-up in the Castlevania formula. 
has me intrigued. I'm stoked to check it out 


when it releases this summer, 
I've been eager to get my hands on Super 
Meat Boy for months now, and | finally dug. 
in tor a lengthy session at E3. The challeng- 
ing action/platformer casts the player as 
Meat Boy, whose darling Bandage Girl has 
been kidnapped by Dr. Fetus. With that ridic- 
ulous premise established, the game rolls 
‘out dozens of fast-paced, platforming levels. 
Meat Boy leaps improbably high and clings 
to walls he can ascend and descend, cal 
ing to mind the best elements of the ninja- 
themed N+. Warp zones hidden throughout 
the levels bring back memories of previous 
‘console gaming eras, with stages that emu- 
late the visuals of the Atari 2600, NES, Game 
Boy, and other platforms. The game includes 
Unlockable characters from popular indie. 
‘games like Braid and Bit-Trip Runner, The. 
developers at Team Meat hope to release the 
‘game on XBLA, WiiWare, and PC before the 
‘end of the year. 


Echochrome Il (olous in its predecessor's 
footsteps with a gameplay concept designed 
from the ground up to make your bran twist 

in new directions: This time, its al about ight 
‘and shadow. Rather than merely rotating the 
‘onscreen levels, players must use the new 
PlayStation Move controler as а fashiht, using 
the onscreen shapes to create а background 
“shadow that the figure onscreen can wa upon. 
Lie manipulating shadow puppets, players 
trust find Ine correct angie to shine the fash. 
fight to create а path, Colored objects in the 
foreground have special effects in the shadows, 
ike certain balls that become jump pads. The 
game аво has a more approachable vibe about 
At; bright colors and ively music replace the 
stark and meditative overtones of the original 
User-created levels return to add replay value, 
Echochrome I wil release this fal to join the 
launch ineup of the new controler, 

Туе been folowing Lara Croft and the 
Guardian of Light with great interest for 
‘several months now, and the more | see the 
дате tho more excited I become. Tho isometric 
Мен ofthe action pans back to give a good 
‘sense of the landscape, and controls аге in ine 
with tractional dual sick shooters. However, 
Crystal Dynamics has instiled its keen sense. 
of platforming and puzzles into the experiance, 


Movement and animation look and feel amaz- 
ing, mixing the best of overhead action games 
with tha classi Tomb Raider style. | love the feel 
of running through the world as your character 
starts Slowly and breaks into a spent to navigate 
the extremely large levels, Lara has a co-op part- 
ner named Totec this time around, and i's fun 
working together to solve environmental puzzles 
and mow down assaulting creatures. We'll get 
to play the final version in a few weeks when it 
releases on XBLA, with subsequent entries on 
PSN and PC. 

The makers of 'Splosion Man and The Maw 
are working on their next ttle, Comic Jumper, 
and | love what I've seen so far. Targeted to 
release on XBLA later this year, Twisted Pixels 
amusing now project is far bigger and more 
ambitious than йв previous efforts, boasting 
four distinct ап styles, over three hours of. 
spoken dialogue, and a wealth of unlockable 
extras. Captain Smiey is а faled superhero 
that travels through multiple periods in comic 
history. Modern, over-the-top action comics, 
Conan-esque graphic novels in the style of 
Frank Frazetta, the stark and bright colors of 
Siver Age comics, and quirky Japanese manga. 
are all on the menu. Much of the action is side- 
scroling gun and melee combat, but there 
are breaks in the form of Space Harier-styie, 


forward-scroing shooters. Captain Smiley 
regularly breaks the fourth wall to chat with the 
developers at Twisted Pixel, and special powers 
sometimes focus on the Ink, Ike the abilty 
to сай dawn an a video- captured version of 
“Twisted Pixels CTO Frank Wison to head-butt 
ай the onscreen enemies, If that kind of zari 
ness appeals to you, Comic Jumper is right up 
your alley 

BlackLight: Tango Down stands apart 
from the pack. This downloadable offering on 
XBLA, PSN, and PC defvers a full-fledged mul- 
tiplayer experiance that rivals big retal releases 
in complexity and breadth. Set in the near 
future, the shooter has the pacing and fow of. 
Counter-Strike, and features a vast array of cus 
tomizaton tools to make the game your own. 
‘Through seven gameplay modes across 12 
maps, players fight it out with weapons they ve 
buit to specication themselves. Want a scope 
ona shotgun? Sounds stupid, but go for i 
The futuristic setting imparts a number of cool 
‘gadgets with which players can experiment. A 
‘Special visor lets players sneak around tho field 
‘and track enemy movements. Digi grenades. 
‘can be used to scramble an opponent's visor 
HUD. Perhaps # most impressive feature is tho 
S15 price tag. 


"BlackLight: 
Tango 
Down 
stands 
apart from 


the pack." 
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"Anyone who 


enjoyed the 


remake of the 


original game 


last year will 


be stoked 


about Bionic 


Commando 


Rearmed 2..." 


"eee ay fhlr 
EAE 
EET. 

Lauper (par), 


1 have to admit a fondness for Tales from. 
Outer Space: About a Blob, a cute new PSN 
‘exclusive coming later this year from a small 
developer called Drinkbox Studios. You play 
an alien blob that has crashed onto the planet 
опу to get imprisoned by an over-zealous 
scientist. By devouring everything in sight, the 
bob grows bigger à la Katamari. The gameplay 
becomes increasingly complex as the blob 
bounces and climbs through the scientist's lab 
and eventually eats the planet, Objects you. 
ingest can be spit back out to attack or knock 
over other objects. Players can also squeeze 
into tight pipes to reach new areas and jump. 
оп objects to attack or manipulate them. The 
game is undeniably charming, and can be 
tackled cooperatively. 

Anyone who enjoyed the remake of the origi- 
nal game last year will be stoked about Bionic 
Commando Rearmed 2, which is headed to 
PSN and XBLA early next year. This is a brand 
new adventure for Nathan "Rad" Spencer 
featuring several tweaks to improve gameplay. 
A jump mechanic enables navigation around 
‘small obstacles, and Spencer can shoot 
‘napalm for an explosive screen clearer. The 
bionic arm can be upgraded with active and 
‘passive abilities to ease the steep challenge. 

In addition, the background environments are 
‘now far more varied, moving beyond the milta- 
ristic vibe to show off vibrant jungles and sea- 
side wharves. I loved the first Rearmed, and 
the great gameplay on display at ЕЗ indicates 


the series is headed inthe right direction. 
The XBLA game Hydrophobia also 
impressed me when | played it on the busy 
ЕЗ show floor. This action/survival game has. 
remarkable visuals on par with retail games. 
You play as Kate Wison, an engineer on a 
massive city-sized ship of the future, When ter- 
rorists attack, Kate is stuck in the ship's flood- 
ing lower levels. Through a combination of 
‘exploration, gun combat, and puzzle solving, 
she must escape, Incredible water simulation 
is the hallmark feature of the game. It's a joy 
to see liquid pour through cracks in the wall 
‘or watch Kate get thrown by the water's force. 
She can interact with the ship's systems with 
а mobile computer, which leads to a number 
of amusing minigames to unlock doors and 
uncover lost information. l'I be interested to 
see if the game holds up to closer scrutiny 
‘over an extended play period. Hydrophobia is 
the first chapter of a longer story about Kate's 
‘experiences on the massive ship, and if the 
‘game succeeds developer Dark Energy will 
likely get to continue the chronicle, 
—————M 
Looking for more into on dowicadable nd independent 
games? Check out our impulse hub at garmeintormer comin- 
pulse, which features previews, updates and weekly release 
schedules in the meantime, dont miss out on our ттмен of 
nto. 1101, as nel as our E3 Hot 50 entes ол Journey 
(bape 82 and Scott Pig vs: пе Wor page 97) 


The Good, the Bad, 
NI Л 


(ABOVE) Battiefeld: Bad Company 2 Vietnam is the 
rst expansion pack for the hit g joped by 
DICE. Beyond the jungle location, it natural features 

new weapon: 
multiplayer maps. 


(ABOVE) Capcom has delayed Dead Ris 
‘August to a September 28 release date. M 
‘out page 96 to frd cut how the game looked at E3. 


(ABOVE) Here's our own Bryan and Tim modeling their 
‘shoulder pad ponchos at the Microsoft Kine 
loathing is the one f 
Even a trip to the bath 
wo and hundreds of others fet after being 
Partin the surreal scene, The only good us 
‘can think of for these i that t ight prevent peop 


and the Ugly 
1 A SARCAS 


2, pushing the zombie.muncher fom ^ thats 
there's а good reason for it. Ched 


now urite under. 

Electronic Arts’ Gun Club, a 

rewards program that appro. 
priataly doles out in-game 

‘weapons, early beta & demo 

s and more to players 

vho sign up. 


The Gun Ciub. 
available for Batt 
2 VIPs, and ente 

will get you an M24 
‘sniper rile in the upcoming 
Medal of Honor a 
early access to that game's 
beta, Remember: t's the 
virtual bullets that kil online 
gamers, not th 
themselves. 


(ABOVE) At THQ's Homefront ЕЗ ралу, new THO partner and 
Third developer Tomonobu Itagaki accidental fl into 

the rooftop infinity pool at downtown LAS Standard hotel. Dude, 
at you де! for wearing sunglasse 

Corey Heart. Not to be deterred, taç 

сате back to hit on the lades and smoke some cigarettes. 


(ABOVE) Take note of Ubisoft's Bate Tag, becau 
‘another instalment of tha Top 10 Embarras 

edition) you can think back to this 

the beginning. Ubisoft debuted this Laser Tag ripoff at ts press conference, and th 

of real word tagging and virtual stat keeping is exactly why most gamers would rather 
pretend to be a badass in a video game than actualy try and act 


/-| 
/ 
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The MMOs of E3 
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As the resident PC guy at GI, I spend the entire ЕЗ show looking at titles that most of our staff has never heard of. 
This year, the majority of those games were MMOs. Your Star Wars: The Old Republic needs are taken care of оп 
page 84, but the rest of this year's MMO crop exists in a different space. The hottest project on the floor, Jumpgate 
Evolution, leads the charge. For more on the rest of these games (and extended PC coverage of non-MMO titles as 
well), head to gameinformer.com/e3. 


= 


Jumpgate Evolution (Gazillion/NetDevil) 

Beta: TBA 

Release: TBA 
Jumpgate Evolution, unike the original Jumpgate, focuses on space dogfights to the 
exclusion of all else. It's a better game for it. Rather than bogging players down in 
‘minutiae, it offers fast paced action In a dynamic universe. 

Players enter the galaxy as "he new guy in Delta Force," as developer NetDevi puts 

it As a hotshot plot n your factions ele squadron, youre thrown into a civilization- 
defining bate seconds after you leave character creation. The corporate Solin state 


a sense of being in a massive space war without having so many Al ships out there that 
you're tripping over them instead of blowing up bad guys. 

Jumpgate Evolutions visuals are outstanding, pushing detailed ships through gor- 
geous skies. Clever use of fullscreen effects is a great complement to the impressive 
explosions. Space is more colorful than it is in real Ife, but the overall aesthetic is cool 
enough to forgive this minor detail. 

NetDevil looks like it has an excellent shot at cracking the tricky problems associated 
with creating a compeling space-based action MMO. Provided the dynamic content 
generation system lives up to its potential, Jumpgate Evolution will be a dream come. 
true for old X-Wing fans. 


‘seeks "profit through confit." The confedera- 
tion of Greek-lke city-states that make up the 
‘Quantar faction believes in "honor through. 
battle.” Fascist, imperialist Octavian children 
are taught that “domination through war" is the 
true path. Whichever side you choose, con- 
поа battle awaits you in Jumpgate Evolution. 

Plenty of progression and socialization is 
available, and the space dogfights are legit. 

No numbers are crunched under the hood to. 
determine hits, misses, or the like - this is an 
action game through and through. That part 
is easy enough. Jumpgate Evolution's distin- 
‘uishing feature is йв dynamic sector warfare 
‘system. Available in both PvP and PvE flavors, 
this system puts several objectives in front of 
players. These goals change with the situa- 
tion in the sector, keeping players engaged in 
various scenarios within huge non-instanced 
public spaces. 

Ina PVE setting, the objectives might consist 
о! destroying a progression of defenses on an 
NPC space station, then gunning down the 
fleeing escape pods after blowing the reactor. 
These story-based sectors have a set loop. 
that they go through. After finishing up the. 
‘sequence of events, the sector resets to its 
initial state and waits for more players to come 
along and start it up again. Developer NetDevil 
‘showed ой its ability to use this structure to tell 
interesting stories, as a simple “report to the 
dreadnought" objective turned into “destroy 
the aliens" when a nearby moon exploded to 
reveal an enemy jumpgate vomiting hostile 
ships into space. 

РУР sectors, which appear to be Jumpgate 
Evolution’ true endgame, offer an ever- 
changing battlefield where the three factions 
fight over vital resources and other strategic 
objectives. These sectors never reset; the 
objectives continually shift to reflect the state 
of the sector, The idea is to have hundreds of 
players duking it out in a bunch of different 
‘settings. NetDevil points to its three-faction 
setup as key here. Other PvP games like Dark 
‘Age of Camelot (and Jumpgate's own closed е 
beta test) have seen the strongest faction often 
being ganged up on by the other two, which. 
results іп more engaging battles than, зау, the 
Horde getting swarmed under by 3:1 odds at 
Tarren Mil. 

In both PVE and PvP, Al-controled ships are 
at war with each other as well More than 700 
AI ships were actively fighting in the PvE zone 
that NetDevil demoed live at ЕЗ. The game can 
automatically scale Al activity depending on 
the number of active players in the area, giving 


Ritt: Planes of Telara [Trion Worlds) 
Beta; Late summer 2010 
Release: Barly 2011 

‘This WoWW-ike fantasy MMO has a fascinating. 

dynamic content-generation system (the epony- 

‘mous fts that needs to pan out fort fo have a 

shot at greatness, It looks good зо far 


It's not quite God of War: The MMO, but it's the 
closest thing out there. Wrecking dudes in this vio- 
Jent, physics-based, free-to-play brawler impressed 
‘on the ЕЗ show floor, 


Beta: Early 2011 
Releaso: 2011 


An MMORTS ts a ridiculous idea it taken at face 
‘value, but f anyone can pull it cf, it's these guys. 
‘The visuals are already great, but alot of gameplay 
"details have yet to shake out. 


h prier WIL RUDI 


Entertainment) 

Beta: Winter 2010/2011 

Release: TBA 
Chinese giant Perfect World is taking aim at 
"Western audiences with this pet-centric fantasy, 
‘game. 'm reserving judgment on whether it under- 
‘stands U.S. gamers until get my hands on it. 


CO ITS, 
Vigit Games) 

Beto: TBA 

Release: By March 2013 


A brief video and few details make this a tough one 
о judge just ye, but the Warhammer fans at Vigi! 
have the look down. More info to come at August's 


ar 


‘The Agency [Sony Online Entertainment) 
‘Beta: Fall 2010. 
Release: 2011 


їт as surprised as you are that The Agency didn't 
look horrible this year. Perhaps the troubled proj- 
‘ec turned а comer since its last disappointing 
showing? 


connect 38 


n 


top te 


By Matt Helgeson 


Surprise! We Have a New Console! 
Sega made a lot of mistakes as a console maker, but none were more 
perplexing than its surprise U.S. launch of the ill-fated Saturn system. At 
the beginning of E3 in 1995, Sega revealed that the Saturn, which had 
been scheduled to release in September, was actually shipping to stores 
that day. This was a disaster. In 1995, the Internet was far from domi- 
nant, so most of the print press at the show wouldn't have the story out 
for another few weeks. Third-party publishers, who had been planning 
for a September launch, were furious and didn't have games to support 
the system until months later. Retailers were caught unprepared and 
supply problems resulted in many receiving no consoles at all. KB Toys 
‘was so mad it refused to stock the system at all. For Sega, this was the 
beginning of the end of its run as a console manufacturer. 


Jaime Kennedy's 
Nuclear-Level 
Bomb 
Actor Jamie Kennedy is 
revered for such films аз. 
 Malibu's Most Wanted and 
Kickin’ It Old School Oh 
wait, he's actually not. He 
is available for hosting 
press conferences, and 
for some reason Activision 
decided to hire him to 
host their 2007 E3 event. 


02 


Simply put, it was a 
disaster. A hung-over (or 
still drunk) Kennedy barely seemed to be aware of what was going on, and bumbled his way 


through the proceedings telling lame "gamers are nerds" jokes like “There are so many virgins 
here that... Richard Branson is doing this event.” Even the normally genial Топу Hawk seemed 
to want to punch him. Kennedy got his just desserts when he asked an English-born Activision 
developer “Should | do this interview as Ozzy Osbourne?" and got the response: "I thought you 
already were." After Kennedy berated the American crowd for not being on his side, someone 
yelled, “He's funnier than you!” Ouch. 


E3 always has its share of bad 
vibes, but these 10 moments 
go past being merely lame 
and boring to achieve cringe- 
inducing embarrassment. Ever 
wanted to go to E3? This hall 
of shame might make you 
think again. 


Defining success depends о 
Perhaps the goal for Sony's 2006 press 
Conference was to generate a record-setting 
‘number of temet memes. If so, mission 
accomplished. Wih "Atack its weak point 
for massive damage,” the Racer!” 
scream, "Giant enemy crab," the unforget- 
table"! heard the graphics on it was crazy; 
‘and - most importantly - "599 U.S. dollars! 
this press conference was a treasure trove of 
material for YouTube pranksters. Unfortunately 
for Sony, the bad 
vibes generated 
by this botched 
conference were | 
a major setback 
for the PlaySta- 
tion 3 brand, 
which is only 
пон beginning 
to gain its stride. 


я 
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Wii Music Causes Discord 
Nintendo buit Wi Must under the premise that music 
games were to hard (and, apparent, to fur). rfr 
‘ally no one could work the damn tting especialy the 
poo souls tasked with demonstrating it onstage at Nn- 
endols 2008 ЕЗ press conference. The frst victim was 
befawhaked “professional” drummer Ravi Drums, who 
became an Interet joke after struggling with the botched 
dr drumming interface for three long minutes. To cement 
the games reputation, Nitendo's Shigeru Miyamoto led 
some Nintendo staffers а Caribbean, marimba fied 
version of the Mario theme that sounded Ike an 802. 
Сапна! Crise commercial having a grand mal seizure. 
Before they started, Nintendo's Bil Trinen said, "Bring the 
hose doun, guys!" Did they ever. 


Miyamoto Gets Creepy 

We like to think of Shigeru Miyamoto as our eccentric, 
кабе uncie. He's always bringing us weird presents 
“for our birthday and playing banjo at famiy gatherings 
“So, we cont lk it when he skanks out on a TV host ће 
‘onstage at E3. Not cool. This hori incident happened 
uing Nintendo's 2004 conference, during a Ive demo 
of Nintendogs with then-G4 personally Tina Wood. Ater 
coming onstage to һер Wood show of the game, things 
2. ку. First, their virtual dogs got a Ийе, shall we say, 
fishy prompting Wood to say, "1d not teach her that” 
Then. Miyamoto said, "You dont know all the software ye, 
wouid you Ike me to show you a few mote ticks?” After 
Woods agreed, he leering added "Please flow me, 
backstage” and put his arm around her. A started Woods 
атте, "Оп. okay" Te rest of us tied to wash our 
ап out with bleach. 


Grown Men Cry For Zelda 


The Strange World Of N-Gage 


calle the N-Gage — a cell phone that played games — but 
1o use ityou had to hold it to your head ike you were 
тайпа into a plastic taco. Suddenly | was at an ЕЗ press 
canference and al these breakdancers came out and per- 
formed mobile game themed sam poetry. Then a bunch 
ol Scardravan executives came and talked about how 
Nokia (Nokia! Ae 11) was going to dominate video games 
in the future. Thay sort of sounded ike Goldmember, Oh, 
and John Romero са something! But nobody in the 
dream cared. Then this gt came out, danced around, and 
took her shirt otf to a reveal "8299" painted on her bey. 
n the dream, nobody clapped or said anything because it 
as all too bizarre. They didn't know what to say. 


Jeff Bell Gets Jiggy With It 

Merosofts former Joba VP of corporate marketing made 
a huge splash vith gamers at he company’s 2007 ЕЗ 
rss conference, but not for the right reasons: The ees 
sif corporate-speak was bad enough, but it was during 
ане demonstration with NFL player Reggie Bush that he 
truly made his rame. Aviary engaging in pseudo- 
street trash tak Ike, “Pass or run? Pass or run? Wat 

it gon be?" and “Why don't we show ‘em his game got 
ure?" After Reggie broke for a big run, Bal boned ou, 
saying, You schooled me on that one, broter — you d 

it" Aer the message boards went crazy bashing Bell, he 
managed to make it worse by posting on the famous. 
NecGAF forums, asking a ite “And your contribution to 
‘society is.. ма?" Oh Jel, never feed he trols, We ont 
eed an MBA from Harvard to tel you that. 


Nintendo's 2004 ES press conference was a dark day lor gaming. This was 
"he day that Miyamoto took tha stage and showed off The Legend of Zelda: 
Twilight Princess for he fest time. Whats embarrassing about thar? Nothing. 
Wat stil makes us cringe were the grown men and supposed jours who 
transformed into bubberg 12-year-old giis at a Justin Bener show. Thats 
‘ight you guys crc. I's not an urban legend we were there. We saw you. It 
this didn't require a good slapping, we don't inon what does. This makes us 


weh those memory-erasing pens in Men in Black were rei 


High School Massacre 

Disney interactiv topped ofl its 2007 press conference 
in truy humiating fashion, After touting ts new Hoh 
School Musical karaoke qame, the hast asked for two 
“volunters” to demonstrate. These clearly planted actors 
pretended to be novices, tugging wih the microphones 
and looking confused Ten, as soon as the musi started, 
they began belting ол he number Be Broadway veter 
ans. Al el broke loose as dozens of dancers dressed as 
cheerleaders flooded the aes, rong around beach 
bals and inciting the duminstruck cow to join in the cho- 
teoyraphad dance number. The jaded crowd ot journals 
and analysts looked at them ike hey were crazy, forcing 
"bem to start ying to grab people out of the audience. It 
would have been haying if it werent so hilarious, 


Rock Revolution's Blitzkrieg Blooper 
Though it created he music genre wih Guitarfreaks, 
Konami's Rock Revolution didn't have he chops to 
chalenge Guitar Hero or Rock Band. Using your press 
‘conference to demonstrate just how bad he game sucks 
ista great idea, Rock гут victim was senior 
product manager Lauren Faccidomo. During а те сето 
‘of he game, Facidomo struggled to imp tough the 
Ramones cass "Віж Вод’ bing notes and 
dropping in and ол of he mix before fal fling ол. 
Mumbing "That was my au she unceremoncusy 
ended the press conference leaving the crowd mystiied. 
Her fae at ne game was al the worse for he fact hat 
he had just payed the same song perfectly (n her ali 
Ramones rule band) on-stage wih a real bass. 


Rockstars Gamer in Chief 


ars of experier 


ti-million selling bl 


You've been around since the beginning of 
Rockstar. A lot of people don't remember. 
that early evolution of the company, the 
‘games before GTA Ill. 

In the frst year, we had GTA London, GTA I, 
Tivasher, Monster Truck Madness, Rune: Viking 
Warlord, and we did the console versions of 
Rairoad Tycoon for Take-Two. Early on, Sam. 
Houser] and Dan [Houser] had a vision of where 
we could take the industry, and that was in ine 
with what | wanted to do. | wanted to get away 
fom what people back then called “mainstream 
games." | knew we could create something 
Cooler in this medium. When you get a group. 

ої people that have the same mindset, you can 
make it happen. Along the way, we had to рау 
зоте bils, but we are very proud of Grand Theft 
‘Auto: London 1969, and Thrasher was very cool 
for its ime, | stil think it holds up as a skating 
‘game, But GTA И blew the doors open. 


Was there a moment when you realized 
that GTA III was becoming a phenomenon? 
Not really | think it's because we were sort of 
“heads down,” doing the sequel right away. 
We shipped Vice City a year after I came out. 
When you have such conviction in the art that 
wo do, we're just sort of bínded by making the 
best stuff possible. The success didn't go to 
‘our heads, We weren't all driving flashy cars or 
anything Ike that. It just gave us an opportunity 
to make more cool stuft. 


You have a pretty low profile in the industry 
compared to guys like Tim Schafer or Will 
Wright. Why is that? 

Its about letting the games speak for us, for al 
‘of us. It's not just me working on these games. 
1's hundreds of people. From the top down, 
‘everybody is very important, We Ike the game 
to speak for itself. l'm in a postion where 1 get 
to do a lot of the PR, but it kind of embar- 
rassing sometimes because there aro so many 
people behind the game that are way more tal 
ented than me. And I'm sure the Tim Schafers 
of the world would say the same thing. 


Of course, I'm not saying Tim or anyone. 
else is arrogant, but he is definitely more of 
а public face for his company. 
‘That’ the thing, For us, our logo says every- 
thing. You know what kind of a game you're. 
going to get. Its nat Ike the movies, where you 
‘can pin an actor to a product, t's a very bg, 
collaborative effort. | don't think that a game. 
needs a spokesperson. The game is the дате. 


‘The Rockstar brand means something to 
fans and represents the way that you guys 
make games. What does Rockstar Games 
mean to you? 

What does Rockstar Games mean to me? 


ckbu: 


tar since the compa anded in 


spoke to Barrera about his р 


That's kind of а "What kind of tree would 
you be" question. [Laughs] 

It'S actualy pretty easy to answer. What 
Rockstar Games means to me is passion, 
creativity, and blowing down the doors of the 
medium. Its pushing the envelope, It's doing the 
nent thing, Its the vanguard of our industry. 


What's your role in developing the games at 
Rockstar? I get the sense you bounce to a 
project towards the end of development. 
No, | work on a lot of diferent things at once, 
It's best summed up as erally hours and hours 
‘of playing the game every day. l'm basicaly a 
fancy ОА guy. 


So you sit down and play for 10 hours and 
take notes on what you think is wrong and 
соте back to the team? 

Yep. We literal work on our QA database and 
flit up with bugs and comments and to-dos. 
We work on something unti we feel that its just 
Fight. That means a lot of playing games. Guess 
what | did today? | played LA. Моге. 


You guys aren't afraid to push something 

back if you feel lke it can be better. Is that 
a battle you have to fight sometimes? 

It a tough decision for anybody to make, and 
it can make or break a game. rs pretty obvious 
with the tiles that I think need more time. 


It seems that every Rockstar game is said 
to be a disaster in development, until they 
соте out and they get 9.5 ratings. 
Thats the thing. Nobody knows what the games 
realy are until you're working on them, Tho. 

‘only time anybody's ever said that [a game is in 
trouble] is based on speculations and rumors, 


What's it ike working with Sam and Dan 
Houser on a daily basis? 

They re amazing guys. They're also my fiends. 
This is going to sound realy sappy, but we work 
really hard together, and the kind of camaraderie 
that we've Бий, not just with them but a lot of 
‘our key members, is realy special. Like me, 
they're touching the games every day, which | 
think is very rare for people in ther positions at 
‘other companies. 


Rockstar has its own aesthetic. If I'm rac- 
ing a buggy in Red Dead Redemption, 
there are the little plumes of smoke from 
Midnight Club to guide me along. Your. 
games seem to influence each other as 
they evolve. How much do you look at 
games outside of Rockstar? 

‘Obviously мете big gamers, so we play a lot of 
games and we're influenced by what we play. 
We do play cur games as wel. When | was 
younger I thought it was cool when you played 


tensive by Mt Hear 


Capcom games and they used similar items and 
iconic things to help you through the games. 1 
always кеа that. 


Rockstar seems to know how to make 
‘open worlds compelling. What's the secret? 
Never break the Buon is number one. If there's 
something in the game that screams at you to 
want to do it, you have to be able to do i. If you 
dissect our games, t's not one thing; its the 
thousand Ийе details. People go, “Oh, Rockstar 
has such attention to detail” Thats the secret 
Its out there for everybody to look at. 


‘Another big way that you guys have 
‘changed things in the industry is that you 
make games that are engaged in pop cul- 
ture as a whole; with music, film, just street 
culture. Do you just get an inspiration that 
sticks in your head and research it? 

Yeah, its definitely а lot of research. Its what 
infuences us; its where we are in our Ives at 
that moment. | think its also important that ме 
surround ourselves with people who arent just 
from the games industry. Our music guys and 
‘even Sam [Houser] come from the music indus- 
tty originaly. I's about finding people who realy 
want fo make games and can bring something 
to the table. A lot of game companies are ike, 
"You have to have experience making games to 
work for us." Its sort of a Catch-22, You might 
have the coolest DJ or graft artist out there, 
but because he's never made a game you're 
not going to hire him. For us, it Ike, Youve 
ot real talent, let's try to figure out a way to 
use it” 


A lot of your projects seem pretty risky 
‘commercially - like Bully, for instance. Is 
that a concern for Take-Two when you 
bring them ideas? 

I'm sure that’s got to be a concern for some- 
body, but the strength of our conviction is we 
want to make nothing but the best stuff out 
there. We feel that about all of our projects, If 
you make something that's cool and something 
thats quality, people are going to want to play Ñ. 
‘That's the guide. People realy freak out when | 
tell them that we don't do focus group testing. 


Who are some of the game creators over 
the years that have really influenced what 
you do? 

‘Obviously we love Nintendo, and Miyamoto's 
amazing. We defritely highly respect Kojima. 1 
love the Grasshopper guy. | would answer the 
‘same way that any fanboy would answer, Tim 
Schafer. Sid Meier. Ken Levine. Anybody who 
makes а game | admire, because i's so [exple- 
tive] hard. [Laughs]. 
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This handheld powerhouse for Sprint's new blazing- 
fast 4G network is all about speed. Sprint is just begin- 
ning to roll it out in many cities, and the marketers are 
promising data speeds 10 times faster than the current 
3G network. While our experience with the phone 
didn't quite reflect that, the phone blazed while surfing 
the web and downloading files. 
The big draw to the EVO may be the 4G network, but 
there is so much more to love. The handset is wider 
than your typical smart phone, which 
gives it the real estate for a gorgeous, 
4.3-inch capacitive touchscreen that 
outputs vibrant colors with its impres- 
sive 800 x 480 display. The phone also 
sports two cameras — one on the back 
with a powerful 8-megapixel sensor and LED flash, 
plus a 1.3-тедаріхе! front camera for video calling 
using Qik. On the video side, the 720p video recording 
brings concert bootlegs to the next generation. While 
the video quality suffered from occasional digital arti- 
facts, the 8MP images aren't bad considering we're 
talking about a phone. 


by Nick Ahrens 


‘The Evo uses the Android 2.1 operat- 
ing system and HTC's proprietary Sense 
Experience, which basically cleans up a 
bunch of Android quirks and tops it off 
with a sexy Ul. While we normally shy 
away from proprietary software, Sense is 
a well-implemented system that doesn't 
prevent the phone from reaching its full 
potential. The added layer of UI design 
is possible thanks to the powerful 1-GHz 
Snapdragon processor. None of the appli- 
cations we used suffered from lag. The 
only downside to such a powerful engine 
is it cuts into battery life, so make sure 
you invest in extra charging cables. 

While the games on Android are still 
playing catch-up to Apple's App Store, 
the EVO 4G has access to some of the 
coolest productivity and creativity applica- 
tions around. Throw in Google Navigation, 
wireless tethering, an FM receiver, and 
mobile TV access, and you have a com- 
petitive contender to the iPhone. 


$199.99 
{with two-year Sprint contract) 
www.sprint.com 


When it comes 
to home the- 
aters, knowing 
how to navigate 
the controls of 
your various 
components 
is imperative 
to maximiz- 
ing your couch 
time. Logitech 
makes it simple. 
with its line of 
‘Harmony uni- 
versal remotes. 
We took three of 
its newer offer- 
ings for a spin, 
ranging from the 
simple and basic 
controller to the 
feature-heavy 
touchscreen 
navigator. 


Logitech Harmony Round Up 


quality, low- 
versal remotes, In 
of guessing your way 
through inputting manu- 
facturer codes to get the 
remote to work, the 300 
plugs in to a PC just like. 
high-end remotes to 
give its users an easy- 
to-use system with a 
database of nearly every 
product on the market. 
While the remote lacks 
the fancy LCD screen, 
people looking to com- 
bine their basic equip- 
‘ment into one package 
without breaking the 


Harmony 300 Harmony 700 
‘The Harmony 300 is the ‘The rechargeable 
gold standard for high- Harmony 700 is 


ost 


Logitech's mid-range 
universal remote, 


tead 


color LCD and support 
for up to six compo- 
nents, users can bring 
their console, TV, DVD 
player, and receiver 
"under one umbrella, 
‘This was our favorite 
remote we tested, and 
‘would make a great 
addition to any home 
theater setup. 


bank should start here. 


‘49.99 
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2| Razer Onza 

For console gamers, god third-party рэбе seem 

tobe rare and өреге vhi bad ones are cheap and 
їп abundance. Razer offers a glmmer of hope in a sea of 
cheap, утту sharks. The Orza. the companys frst 

fot al an Yoox 360 controler, embes Razer’ obses- 

‘She quality and service to the hardcore. Sporing longer 

‘riggers and a d ped hat uses independent butions 


Featuring a customizable 


Harmony 1100 
With its touchscreen 
controls, the 1100 looks 
more like a Star Trek 
gadget and is the ulti- 
mate remote control. It 
features an RF system, 
‘which allows for mult: 
тоот control and hidden 
‘components, While the 
Harmony 1100 is a sexy 
piece of hardware, i's 
harder to hover your fin- 
ger over the touchscreen 
while fast-forwarding 

or pausing a show than 
itis to rest your finger 
оп a button and rely 

on muscle memory, In 
practice, the 1100 may 
require more brain 
power than the average 
person would want for 
basic functionality. 


fore directions, tis thing s buit for serious gating 
‘sessions. The most interesting feature, hoever s he 
ausa tenson оп te thumb steks. Combined wth in 
geme sensit setings, adding or reducing tension wil 
(ve the most seasoned sniper an added level о! conr. 
Моо! does not let third-party compares make wre- 
less controllers, but he 12-00 cale ensures even the 
biggest hing oom won't pose а problem, 

похо 

Tazerzono.com. 
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31998. 
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‘THE PLUTO FILES 


Ере netd and awesome TV 
vccnaliy Nel DeGrasse 
xi lees his brain 
des to explain the 
а surrounding Pluto 


Tog ita status as a planet 


vot has а Melees snowball 
сатан so many fans: 


32398 
books wwmorton.com 


connect 45 


sam 

2 Myon workin the industry 

И and woud іме to share your 

opinion. contact senior 

eor Matt Helgeson at 

с menm 
a6 


Logic In Motion 


Sony and Microsoft are targeting the Wii audience with Move and Kinect, but 
gouging their pocketbooks for access to minigame collections is a poor strategy 


by Matt Bertz 
content manager, 
Game Informer. 


In the wake of the Wii's massive success, copycat products 
were inevitable. As the hype built for this year's E3, all eyes 
centered on the me-too motion control initiatives from Sony 
and Microsoft. Could Move gain momentum from its GDC debut, and would Natal 


(renamed Kinect at the show) hold up to closer scrutiny? 


‘of this console generation, the 
Nintendo Wis appeal was greatly 
boosted by їз affordable price in 
comparison to the Xbox 360 and 
PlayStation 3. Kinect is rumored 
to cost $150, and if you want the 
total package for the Move it wil 
‘cost you nearly $120, That may 
look appealing in comparison to 
the Wi's $199 price, but add the 


Over the course of the conference, the companies’ blatant cash grabbing attempts 
at offering a Wii alternative took a backseat to Nintendo's 3D handheld, the rede- 
signed Xbox 360, and a deluge of enthusiasm for best-in-show games like Portal 2 
and Assassin's Creed: Brotherhood. In fact, more people I spoke with on the show 
floor wanted to talk about Microsoft's disastrous Cirque du Soleil event than they 


‘cost of an Xbox 360 or PlayStation. 
‘Gand you're talking $400 to play 
sports minigame collections in. 
high definition, 

This considerable cost has not 
gone unnoticed by publishers and 
developers, Activision-Blizzard 


did about Kinect or Move. 


‘The backlash and disinterest from core 
gamers and enthusiasts was predictable. 
Before ЕЗ, poling data from research fim OTX 
found that purchase intent for the new motion 
controls was tracking below 10 percent for 
both consoles with core gamers, After years 
of watching the Wi bring entry-level gaming 
to senior citizens and other family members 
Uncomfortable with the steep learning curve 
the traditional controller presents, many of us 
have come to terms with the fact that these 
motion controled platforms are not being made 
for ив. Which is fine = that's what Gears of War 
3, Infamous 2, and Killzone 3 are ай about. 


Microsoft seems to understand this as well. The 
company's high-brow attempt at communicat- 
ing the value of Kinect through use of a fake 
‘elephant, nymph-ike circus performers, and a 
nuclear family suspended from the ceiling was 
a sales pitch to minivan-driving soccer moms, 
not gamers versed in the finer points of man- 
aging experience points to create the ultimate. 
spellsword in Oblivion. 

While the controler interfaces and game 
libraries target the same casual gamer demo- 
‘graphic as the Wi, there is one large barier 
for both the Move and Kinect blocking access 
to those masses - affordability. At the start 


СОО Thomas Tipp! agrees this 
‘could pose a major problem for 
both platforms. "1 think as a pub- 
liher, you have to be concerned 

about how the price dives a lot of the outcome 

f how big of an install base there's going to be 

[lor the hardware" he told Gamasutra. 

In repositioning their consoles as devices for 
the masses, perhaps a more realistic strategy 
for Sony and Microsoft is not to target new 
users, but to aim for the rest of the family mem- 
bers in the 75 milion households that already 
have a 360 or PS3. Nintendo has the rest on 
lockdown, and the steep price of admission for 
both Kinect and Move won't alter that fact any 
time soon, 
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Dragon Age is not merely the 
story of a Grey Warden slaying 


demon and quelling the 
exploits in Dragon 


made the world 


but Ferelden is 


ition on the continent 


hedas. As you crossed 


with the darkspawn, 
of the world = 


Orais to Rivain = fought 


own battles for survival 
and renown. Dragon Age is a 
multifaceted fiction, and a 
single game, novel, or comic 
can only shine a light on one 
piece at a time. With Dragon 
Age Il, BioWare is shifting its 
focus to a new region, a new 
hero, and a new tale that will 
shape the larger Dragon Age 


Rivers. WIE e Hero of 
by Joe Juba 
^ КОК; allies 


ж О TES Loghain, a new 


legend was stirring in the 


doomed village of Lothering. 
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io Ware is one of the premier RPG 
developers in the world, so the 
of Dragon Age: Origins didn't sur- 
prise most gamers. After its release in 
November last year, the game enjoyed 
strong sales and critical acclaim. In light of these tri- 
umphs, one could easily forget that Origins was a con 
siderable risk for BioWare's Edmonton studio, 
Presented as the spiritual successor to Baldur's Gate, 
Origins was charged with carrying on the legacy 
‘ofa PC game released in 1998. In the intervening 
years, the role-playing genre has grown and evolved 
in many directions across multiple platforms. How 
players would react to traditional elements like a 
silent hero and highly tactical combat was difficult 
to predict, especially with titles like Mass Effect set- 
ting new standards for conversation systems and 


cinematic presentation. 

Any reservations about the design were put to rest. 
with Origins’ release. Due to BioWare's skillful imple- 
mentation, gamers accepted and embraced the old- 
school aesthetic in Origins. But nostalgia can only 
carry a series so far. Where does one draw the line 
between homage and aging design? BioWare views 
Dragon Age as an enduring property spanning mul- 
tiple installments, and the Edmonton studio is aware 
that future games in the franchise can't endlessly go 
back to the well of fond memories. 

Dragon Age II is more than just a sequel — it serves to. 
establish a new identity for the Dragon Age universe. 
With success to call its own, Dragon Age is no longer 
bound by the concept of being a spiritual successor to 
another series. BioWare is making some major modifi- 
cations to the formula, giving the story and mechanics 
a more contemporary twist while retaining the essence 
of what fans loved about the original. 

“At the core, what we're doing is trying to give Dragon 
Age a shot of adrenaline,” says executive director Mark 
Darrah, “It means amping everything up that maybe 
was a little lacking, but keeping what already works.” 

Dragon Age II isn't forsaking its roots. It still places 
you in the role of an exemplary hero, reacts to your 
choices, and allows you and your allies to work 
together in tactical combat. Youll just experience these 
‘elements in new ways while diving deeper into the lore 
of the Dragon Age mythology. 


ИА 


Tho alent bero опе b Dragon Age 
Instead Ha’ traction uno ina 
Mes 


Consistent Universe y 
Choice is an important element of any BioWare game, and in the last few years, 
‘he studio has found а way o make your decisions have repercussions beyond 
single game. Commander Shepard's actions from Mass Effect carry over to Mas 
Effect 2, and players can expect a similar level of consistency from Dragon Ace. 
“Из realy important that Dragon Age feels Ike a consistent wo tor the pi 
ers," explains lead designer Mike Laidlaw. "Origins did such a good job of letif) 


you craft Ferelden into your Ferelden it would be a shame to lose that.” 


You may be controling a different character in Dragon Age 1, but the choices | 
your Grey Warden made in Origins are stil imported from your save and reflected 
inthe wor Whois leading Fereiden? Who defeated the archdemon? These 


tions are vital in determining the curent state of the Dragon Age universe, 
eom at BioWare wants to make sure your decisions сату over — even i 
"o play Dragon Age I on a different platform. 


ant 


"Were not getting into specific details, but the goal will be to makê to t 
even if you played the first game on the PC and the second game on consol, 


be ato to react to your dices reveal rcv rec Mark Dara", 7 


well see what Microsoft and Sony have to say about that." 


Unlike the Mass Effect series, you won't feel left out if you haven't played Ori- 
ins. The team has an established canon if you start fresh, and since the story 


a direct continuation, Dragon Age Il wil be а great entry point. 


Dragon Ag: Origins 


The Champion } 


Whois the Champion of Kirkwall? Some citizens of the 
Free March: you that he survived the dest 
of Lothering. They say he found something in the de 
est parts of the abandoned dwarven kingdoms. Some. 


certain в that hey are Hawke, the Champion 
ers to define. 
E 
in specula 
Lothering as it was being raz 
then fled to Kirkwall, a major city in the Free 
th of Fereden. But what happened between 
is escape and his rise to prominence? The answer 
to that question is the driving narrative force behind 
Dragon Age Il. 

“We're not necessarily setting up an ancient evil 
you have to defeat,” says lead designer Mike Laidlaw. 
"Instead, we're posing something for you to answer, By 
playing the game, you're not just finding out the answer — 
ina lot at ways, you're teling us what that answer в. 

Аз the new main character, Hawke is a more defined 
individual than the Warden from Origins, While players 
can stil customize Hawke's appearance and class, сег 
tain features of the character are set in stone. You won't 
choose your race, and every player wil experience the 
sme origin story. Hawke is a human, and he starts in 
Lothering as itis being destroyed = an event that occured 
‘off-screen in Origins. 

When compared to Origins’ selection of races and origin 
stories, Dragon Age Il may appear more limited. However, 
with the beginning of Hawke's tale predetermined, players. 
aren't making fewer choices; more choices are just being 
made as the story progresses, rather than on a character 
creation screen before you start playing. 

The focus on Hawke as a known quantity also allows, 
the team to address an area of concern from Origins: 
voles acting for the player character. In this case, BioWare 
ook a cue from its own Mass Effect series, which has 
been lauded for ts cinematic feel and believable conver- 
sations between characters. These goals are dificult to 
achieve ifthe main character is mute. “Especially when 
compared to Mass Effect this is something that prevents. 
it from teling a really immersive story, so we're going to 
add player VO," Darrah says. 

Not only wil Hawke speak, but you will also have a 
пен way to select his responses, Dragon Age Il uses a 
conversation system simiar to Mass Effects, where play- 
‘ers select paraphrased versions of the dialogue from a 
wheel. An icon in the middle of the wheel even ilustrates 
the line's basic intent (ке aggressive or sarcastic), so you 
сал focus more on the interaction rather than reading and 
analyzing your dialogue choices 

“We do know that, in Mass Effect, most people do not 
skip the dialogue. They actually sit through it and experi- 
ence itas a whole; Laidlaw says, "I tells us that people 
are experiencing itin a more cinematic way, in that case, 
Whereas the Origins style is a Ие more choppy, Where 
You read and isten and read and sten." 

You stil direct Hawke's choices and shape his person- 
айу, but he won't be a blank slate where the player needs 
to filin all he gaps. He can speak when not spoken to, 
and offer contextual insight. Even better, the characters 
around Hawke wil have something to react to, eliminat- 
ing the sited, stop-and-go dynamic of Origins. Just as 
Commander Shepard provides a compeling anchor for 
the Mass Effect series, the Champion of Kirkwall wil be a 
mythical and charismatic figure. 


* A Story In Pieces 5- 


Al ofthe events in Dragon Age I are tied to 
the story of Hawke, but the goal for the fran- 
chise is to ensure that each addition to the. 
canon expands the player's understanding of 
the universe as a whole. "A ot of RPGs are 
about a character, In the case of Mass Effect, 
its Shepard's story," Darrah says. "In Dragon 
Age, its really the story of Thedas.” 

When looking at ways to help players get a 
‘more complete view of the Dragon Age uni- 
verse, ihe team saw an opportunity to make 
the story of Dragon Age li span a decade. 
However, taking advantage of this opportunity 
meant messing around with the classic nar- 
rative structure that has served as the basis 
for most of BioWare's games: Ga through the 
intro, open up the world, beat a handful of 
standalone areas, and then do the final mis- 
sion before watching the credits roll. 

"We ve done a lot of games now.” Laidiaw 
‘says “it’s easy to look at us and go, ‘Oh, 
you guys are going to do one of your stories 
again.” Not this time. Dragon Age | has a 
framed narrative structure, which means that 
the exploits of Hawke occured in the past, but 
are being retold in the present. At the curent 
point in the timeline, Hawks is already the 
Champion of Kirkwall, Narrators with unique 
insights into the events in question tell the tale 
of his past adventures. 

“There's a story being told within a story 
Darrah explains. "A popular example 
most people have heard of is The Usual 
Suspects. The Usual Suspects is really about 
Verbal Kint teling the story of 
gone teriby 
telin 


exchange between a male dwarf named 
Хатіс and a female Chantry Seeker - a posi 
tion that is essentially Templar Internal Affairs. 
In the cutscene, we learn that the world 


сап help explain and resolve the volatile stua- 
tion. She wants to know how Hawke escaped 
from Lothering, and Varr reluctantly tells the 
tale. At least, he tels the version he wants 
the Seeker to hear, and the scene fades to 
Lothering and shifts to Hawke's pers 

"By having a narrator - having а focus on 
storyteling that moves me around with a 
direction and a purpose = | can hear the best 

"As a result, we can 


lows us to do. 
focus on the key moment 
fing in Dragon Age ll." s 
skip the interstitial beh 
moments, the key de 


really 
that are occur- 
Darrah, "We can. 


guided Hawke through multiple quests, 
ictories, and defeats, The framed narrative 
уз 10 years! worth of adventure 
es - a tapestry of 
ified by the threat o 
the Free Marches. 


4 Make Your Choice Б- 


Disposing of the rigid morality system 
that tends to accompany your decisions 
in most role-playing games, Origins. 
distinguished itself by providing a more. 
nuanced perspective on choice and 
‘consequence. That tradition continues 
with Dragon Age Il, and the framed narra- 
live makes it even easier for the team to. 
convey the gravity of your decisions. 

Because of the larger span of timo the 
‘game encompasses, players will see the 
result of their decisions sooner. If you 
save a city under siege, it (and its grateful 
Citizens) wil be there for future sections 
of the narrative, On the other hand, if that 
city gets destroyed, you wil see how it 
affects the region in the years that follow. 

"This is, | think, the most reactive game. 
we've ever done," Laidlaw says. "As we 
move forward through time, the narrators 
are offering these comments. Instead 
of waiting 80 hours for an epilogue that 
tells me who got married and who did 
What, | get to see those interactions. 
within hours. 

Your decisions in these situations define 
Hawke's history as the Champion of 
Kirkwall Like Origins, players can expect 
arange of minor and major choices. 
BioWare isn't getting into the details of 
the specific situations yet, but Laidlaw 
offers an interesting tidbit regarding the 
nature of the choices and their repercus- 
sions: "think Dragon Age, if t's about 
anything, is about human weakness — the 
inability to see the larger threat. Honesty, 
that's where your consequences 
соте from. 


Not all of Hawke's choices tip the 
‘scales of power in the Free Marches ~ 
some of them are aimed at establishing 
a rapport with his followers and allies. 
Your party members stil respond to 
your actions and words, gaining or 
losing respect based on their personal 
Меме. However, even if they disapprove, 
you don't need to worry about them 
‘itching you. 


In Origins, party members were incom- 


patible with certain moral stances. For 
‘example, Leliana and Wynne wouldn't 
tolerate cruelty, and would abandon 

the Warden if their approval rating fell 
low enough. This led many evi-nclined. 
players to avoid using Leliana or Wynne 
'even if they were optimal characters in 
terms of balancing the party. This kind 
‘of meta-game is no longer necessary in 
Dragon Age I. 

Ifa character disagrees with your 
‘choices, they may stil complain, but it 
Isn't necessarily bad. In fact, you can 
‘even be openly hostile to your party 
members and still unlock combat 
bonuses - a benefit previously reserved 
for those who established positive rela- 
tionships, Finally, players can tell off the 
characters that annoy them. 

"They won't necessarily leave. They 
тау stil join you, but they're going to try 
to show you up, and that may influence 
battle in a different way,” Darrah says, 

"We'd realy rather encourage players 
to be consistent in their interactions. 
with characters, rather than have to play 
toward the gamey-ness of the system. 


A Makeover For Thedas 


ıt you were playing the PC version/Dragon Age: Origins was a good- 


looking game. Unfortunately thé visuals didn't translate wel to console. 


When combined with Origins traditional fantasy vibe, the result ө 
жаз an experience that didn't have its own visual identity. That's =- 
changing with Dragon Age 1. The team is making a comprehensive 
"fort to “hot rod te art." and make ît more distinct. It isn't just 
a question of graphical quality; is a matter of revamping the 
game's entire art суе 

“The atin Origins - maybe because of the sheer 
sizeof the game — was a little bit messy, kind of 
Cverwrought, pretty generic,” admits art direc- 
oc Matt Goldman. "So, hot rod the art means 
wêre going to strip it down to the essentials 
and come up with а more elemental, ownable 
ansiye” 


‘As showcased in some of the screens and concept art on these 
pages, the new style involves better use of negative space and 
more angular, grim depictions of your surroundings. Dragon. 
Age isa word of dark fantasy, and the team feels that the 
previous whimsical qualities of the art didn't reflect the 
austere nature of the work and its politics. With the sequel, 
BioWare hopes that the Бодес sexier visuals wil convey 
‘more of what makes the universe unique, 
“Whenever you see a screenshot of Dragon. 
‘Age Il, you're going to be able to say ‘Thats 
Dragon Age il” says Goldman. “You're not 
confusing it for Lord of the Rings." 
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A Better 
ue | 


The story and characters tend to take center 
stage when discussing any RPG, but they are 
only part of what made Dragon Age: Origins such 
an enjoyable experience. The game's tactical 
combat system allowed players to utilze their 
party members individual strengths to turn the 
"ide of att. 

Dragon Age iis as much about keeping what 
worked well from Origins as addressing what 
didn't, which is why players can expect a simi- 
lar emphasis on abiities, spells, and character 
customization The ree base classes - warrior, 
rogue, and mage - make the transition to the 
sequel, though the team hopes to refine each one 
1o create more distinct play styles. 

Warrior mage, and rogue are archetypes for a 
reason, but don't know that Origins delineated 
them enough. It didn't create enough space 
between them. A rogue dual-wilcing was just a 
warrior with less armor in some cases," Laidlaw 
admits. "What vant to do is make sure that 
you feel Ike this unstoppable Juggernaut, a ithe 
Super-ninja, or field artillery.” 

‘large part of creating a unique sensation 
foreach class is ensuring that the abilty trees 
accommodate a wide range of tactical options. 
Origins had a lot of abiities, but some of the trees 
(particularly for mages) were of extremely limited. 
Usefulness. In Dragon Age Il the team is focusing 
оп adding depth rather than breadth to the feats 
your characters can perform. 

"Nhat we want to do is give the player more 
depth of choice," Darrah explains "So you might 
realy ike the fireball, We're going to let you cus- 
‘tomize and enhance fireball itself, so by the end. 
‘of the game you're actualy taloring that spell to 
‘the way you want ito be.” While this approach 
‘could mean fewer abilities in terms of sheer num- 
bers, it also allows you to make more meaningful 
decisions and craft Hawke according to your 
preferred tactics. 

Enhancing the strategic possibilities on the 
battlefield ia the other major way Dragon Age I is 
adding depth to the combat. Similar to the spell 
combinations from Origins, all of the classes can 
‘combine abilties for specific advantages. Before, 
players could only combine magic ike casting 
fireball on a greased area. Now, a warrior may 
“sunder an opponents armor, and when a rogue 
comes up to perform backstab, the combina- 
tion of the two abiities wil create an additional 
effect that ia more than the sum of the two 
individual attacks. 

Hopefully, this approach wil result in players 
exploring more options in combat instead of 
relying on a handful of standby abilities (crushing 
prison is returning, by the way). By emphasizing 
teamwork and depth, the battles in Dragon Age. 
Il shouid feel even more varied ала satisfying. 
want you to be up in enemies’ faces," Laidlaw 
says. "I want you to be taking heads off, and | 
want everything to feel faster - but more impor- 
tantly, responsive. I tell someone to go КИ, | 
want them up there and fighting immediately." 
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Interview 
with the 
Doctors 


How does BioWare approach continuing the Dragon Age fran- 
chise without having direct story progression from one entry to 
the next? 

Greg Zeschuk: We see the world of Dragon Age as having a huge 
range of potential stories around the intriguing historical events of 
the timeline, and we love having the option of exploring different 
‘events and possibilities. Sometimes our content will directly link 
‘events and at other times (ike in the case of Dragon Age I) we'll 
provide a different and unique view of events that are familiar or 
‘even partially explored in other Dragon Age games. We love having 
the options to provide our developers the greatest possible range 

of creativity. 


The console version of Dragon Age ll seems to be a much. 
bigger focus than it was for the first game. What drove the 
decision to refine the console experience? 

Ray Muzyka: We learned the hard way in Dragon Age: Origins how 
hard itis to work initially on PC and then convert the game back 

to console. In the case of Dragon Age I we're doing all versions 
simultaneously (PC, 360, and PS3) but we're definitely ensuring the 
features we put in work well on console as well as PC, because it's 
typically much easier to convert them back to PC. The PC has a 
wider range of potential control options and can thus accommodate 
diferent designs easier in many cases than consoles can. Both 
‘consoles and PC are important to us, and we have great fan commu- 
nities we plan to support in the future on all of these platforms. 


Has BioWare's success with the Mass Effect series affected the 
studio's approach to Dragon Age? 

GZ: Were always tying o evolve all of our games, so its fair to say 
that Mass Effect has had an influence on Dragon Age. А common 
problem in the games business, and one key thing that we try and 
avoid, is being reactive and not seriously considering the implica- 
tions of even the smallest feature changes in our games. We're 
always trying to make our games more accessible and easier to 
play while not removing any of the depth and detail that players 
value. Essential you don't want to fx something that isn't broken, 
s0 is a care balancing act. Final he ultimate design of he 
ame is driven by the passion of the team and what hey want to 
creto; that's how we achieve quality. 


Based on your experience with Origins, is there still a healthy 
audience looking for strategic, pause-and-play RPGs? 

RM: Absolutely! Dragon Age: Origins has been very successful 
commercially as well as critically, and we've been able to build a 
very successful post-release content plan supporting the game. All 
‘signs point to the health of the traditional RPG space both on PC and 
‘console We've always had the belief that people will support a great 
RPG, and Dragon Age: Origins really proved that thesis. 
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Two Dragon Ages F- 


While the basics of the battle system 
were the same for the consola and 

PC games, BioWare acknowledges a. 
disparity in the gameplay on the plat- 
forms. Where the PC entry emphasized 
а pause-and-play approach heavy on. 
strategy, the PS3 and Xbox 360 ver- 

sions couldn't deliver tactics on the 

me level, "What we have in Origins is 
а control experience on the PC that is a 
lot closer to where we want it to be. On 
consoles, it just had farther to come,” 
Darrah admits, 

The console versions of Dragon Age II 
already feature huge improvements over 
Origins - a feat the team accomplished 
by pulling the PC and console entries 
further apart rather than closer togethe 
The PC version implements the same. 
strategic approach afforded by a mouse- 
and-keyboard control scheme, You can. 

mine the battlefield closely, make 


your party like a general. 
Rather than try to mimic the PO experi- 

ence on consoles, Dragon Age Il has 

a battle system more tailored to the 

strengths of the PS3 and 360. You can. 

stil issue orders and switch between 

your party members, but the team aims 


to make the action feel faster and more. 
responsive = no more shuffing into 
position as you wait for your maneuver. 
to activate. 

Fans of the classic pause-and-play 
breed of strategic combat can stick with 
the FC release of Dragon Аде II. As for 


consoles, we played the Xbox 360 ver- 
n, and can confirm that itis fastet, 

more responsive, and more fluid than 

before, As soon as you press а bulton, 
meting happens. As a warrior Hawke 

threw down special strikes and used а 

dash move to slash through dark- 

spawn with ease. It isn't on the Dynasty 

Warriors side of the spectrum, but with 

obvious improvements to the target- 

ing system and animations, playing 

Dragon Age Ii with a controller final 

feels natural. 

No matter which platform players 
choose, theyll stil get the same con- 
tent. The major elements that have 
distinguished BioWare's catalogue of 
titles = the narrative, quests, characters, 
and cholces = are stil intact across all 
versions. "We're sil BioWare,” Darrah 
says. "We stil know how to make а 
great stony” 

For now, the team is guarding the 
specific details of Hawke's adventures, A 
huge fantasy universe allows players to 
uncover the lore for themselves, experi- 
encing the til of discovery as the story 
twists and turns. We're content with not 
knowing the whole story unti Dragon 
Age Il releases next year, BioWare has 
already proven its capacity for telinga 
gripping tale in this world, and we can't 
чәй to get more pieces of the puzzle. "In 
terms of how big the Dragon Age uni- 
verse is, think we've just scratched the 
surface.” Laidlaw teases. © 
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The E3 show floor is always awash with billboard-sized LCD screens, booming 

‘speaker systems, booth babes, and amazing games. This year was no different. 

Even in a year such as this, where many high-pedigree games like Red Dead Re- 

demption, Mass Effect 2, and God of War Ill have already found their way to con- 

soles, the annual game blitzkrieg was jam-packed with promising new titles. Here 
are the top 50 games that captured our attention. 


Portal 2 


Valve's critical darling doesn't disappoint 


avigating through the crowded ЕЗ show- 

floor, one expects to be assaulted by 

miltary shooters, big-budget crime games, 
and other flashy franchises both gratuitous and 
gory in nature. This truth makes it that much 
more impressive that the sequel to Valve's 
surprise hit gamered our vote for Game of the 
Show. 

Portal 2 aims to intrigue players with new 
gameplay mechanics that challenge the way they 
approach games without defaulting to increas- 
ing the difficulty. In short, augmented gameplay 
should keep the game fresh, not frustrating. 
Valve provided us with the first extended look 
at Portal 2 since our exclusive cover story, and. 
gave us a chance to try out co-op for ourselves. 

‘A new opening vignette stoked our already 
smoldering excitement, A fythrough of the 
Aperture Science facilities being rebuilt by 
912005 illustrated firsthand the damage caused 
by Chel’ insolence, With such a large amount. 
of time passing between instalments, organic 
We has infiltrated the outermost structures, and 
most rooms are in a serious state of decay. 
‘Approaching reconstruction withthe intensity 
only a dispassionate machine can muster, 
GLaDOS sloughs off old modular panels for 
shiny new ones and assembles a new army of. 
turrets to recapture the faciity's former sterile 


sheen. Electronic music plays in the background. 
featuring sampled vocals from GLaDOS herselt. 

“The demo then moved onto the new gameplay 
mechanics, A tractor beam takes center stage 
to showcase how a series of quickly fred portais 
сап transport a cube (or a turret, co-op bot, and 
more) across a room. Aerial Faith Plates prove an 
expedient method of transportation, lowing the 
Player to chain together a series of jumps without 
stopping or slowing down. 

In another room, Valve demonstrates the 
‘Thermal Discouragement Beam's ity by 
using a refracting cube to redirect the laser to 
sweep across a throng of oblivious turrets, who 
sheepishly utter “ouch” as their components 
crackle. After clearing the room, the player then 
repositions the laser to connect with an awaiting 
receptacle, opening the door to the next cham- 
ber. А Pneumatic Diversity Vent provides another 
opportunity to clear a chamber. With a clever use 
‘ofthe portal gun, the player redirects the vacuum. 
to create а swirling vortex that sucks turrets and. 
debris out of the way. 

Lastly, Valve highlights two types of gels 
(previously referred to as "paint that transfer 
properties to surfaces on which they are sprayed. 
Repulsion Gel bounces the player from surface 
to surface, which allows the player to ricochet to 
an otherwise unreachable alcove. Propulsion Gel 


rackets Chel to high speeds so she can avoid a 
nasty row of converging spiked plates, 

“The tue treat сате when we got cur hands. 
оп the co-op bots and tested a few introductory 
levels. Communication is key to solving these 
puzzles, more so than any other game we've. 
played before. Coordinating tactics and syncing 
up timed puzzles requires constant dialogue. 

The puzzles often required us to divide and 
conquer - one player used a redirection cube 
to open doors or raise platforms while the other 
‘quickly traversed timed traps. At one point we. 
decided to take the demo less seriously, using 
Repulsion Gel to ricochet off a wal and then 
‘each other — midair. Our bots met an untimely 
death as a result, but Valve encourages horse- 
Play with friends. Destroying the bots is sig- 
nificantly more fun than toying with the notably 
more fragile human protagonist. Co-op interac- 
tions also allow for emotes such as high-ves. 

While we were disappointed in Portal 2'5 
delay to an undisclosed window in 2011, Valve 
made up for the news by announcing that the 
PlayStation 3 has been added to the platform. 
roster. Original, innovative, and massively enter- 
taining, Portal 2 is easily our most anticipated 
game of next year.» Meagan VanBurkleo 
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Dead Space 2 


The necromorphs won't know what hit them in Visceral Games' sequel 


hen Dead Space 2 was announced, 
there were rumblings that development 
was drawing more inspiration from 
‘shooters than survival horror - something that 
made fans of the first game a bit wary. After 
getting our hands on the game, t's clear that 
Visceral Games is definitely taking cues from its. 
first-person contemporaries, but mostly where it 
‘counts: the controls. 

Isaac Clarke is much nimbler and easier to 
‘control in Dead Space 2, and his expanded rep- 
'ertore of handy ticks fils encounters with more 
possibilities. Telekinesis is faster, and Clarke can 
до devious things Ike rip a slasher's arm off and 
then impale the creature with its own talons. 
‘The addition of center-point aiming removes the 
‘daly contextual eel from gunplay of the first 
game, making it easier to attack with surgical 
precision. 

‘This time around it seems as though Clarke's 
‘experience as an engineer is more than a bullet 
point on his resume. In the fst game, much of 
Clarke's time was spent acting as an errand boy, 
walking from point to point on the doomed ship 
USG Ishimura and pressing buttons on consoles. 
їп Dead Space 2, Isaac can open doors by 
‘cracking open panels with his fist and essentially 
hot-wiring the innards. Its a small detail, but 
it shows that Visceral is open to exploring tho. 
‘character and making relevant gameplay adjust- 
ments where appropriate. 

The stasis module is also a returning favorite, 
and it's been retooled to become more useful 
in combat. In the first game, players could use 
the device to slow down time in a localized area. 
It was tremendously helpful for getting through 
out-of-control doors and making combat with 
faster enemies manageable. The problem was 
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that it consumed energy that had to be refilled 
at stations throughout the ship ог via packs 
that took up precious inventory space. Now it 
recharges on йв own, a change that could give 
players a reason to stop hoarding it. 

We mado great use of the stasis module 

in an encounter with the pack, a new enemy 
"уре, Unike most of the necromorphs in Dead. 
Space, the pack are easy to kill and don't need, 
to be systematically dismantled. Their strength 
comes in their numbers, and players who don't 
рау attention are likely to find themselves over- 
\whelmed. To even the odds against them, we. 
fired off a stasis shot and then picked them otf 
as they slowly made their advance. It was also. 
а great opportunity to test out the javelin gun, 
another new addition. It fres off a spear-ike 
Spike, which impales enemies against floors 


‘or walls. Even if they survive that kind of shot, 
‘they're effectively out of commission. The alt fire 
finishes the job in those instances, charging the 

projectile with an electric blast that can then set 

its victims ablaze. 

Neither EA nor Visceral Games are talking 
much about story at this point, but we can. 
make a few guesses. Much of the demo we 
played took place in the civilan space station 
The Sprawl, particularly around the Unitologist 
church. At one point Clarke battles an especially 
nasty tentacled necromorph while fending off fire 
from a military looking gunship. Surely, a govern- 
ment wouldn't take a "wait and see" approach to 
ıa necromorph attack. Would it? 

Well have to wait and see ourselves this 
January, when the game ships, » Jeff Cork 
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Players who might be on the 
dence between the Xbox 360 


announced that PS3 owners 
will be getting a nice litle 
bonus: the 2009 гай shooter 
Dead Space Extraction. 

‘The game, previously 
available only on Wii, is 
getting an HD makeover. 
and full Move support. 111 
be available in one of two 
ways. First, the game will 
be packaged in with the 
Limited Edition version of 
the game, which is exclusive 
to the PlayStation 3. 1f you 


‘That's good news if you have 
a preference or have only 
‘sprung for one Move control 
Jer and need a co-op buddy. 
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The Legend of Zelda: 
skyward Sword 


Nintendo impresses with its first Wii-specific Zelda adventure 


amers have known that a new Zelda was 

being developed for the Wi ever since a 

ресе of concept art was shown last year, 
but fitle was revealed about the project prior to 
ЕЗ. We all expected its presence as we waked 
into the Nintendo press conference, but we 
were surprised to see the company lead with a 
full-on reveal, No time was wasted, as those in 
attendance were treated to a sharp trailer and а 
visit from series creator Shigeru Miyamoto. 

As the legendary designer demonstrated the 
newly named Skyward Sword, many viewers 
were concemed about what appeared to be 
technical issues. Miyamoto tried to aim Link's 
bow, but the controls behaved erratically, caus 
ing him to shoot arrows into the ground. After 
playing through a section f the game, however, 
1 сап confir that this truly must have been a. 
fio technical error during the conference - the 
Controls are fantastic. 

MotionPlus integration is immediately apparent, 
as Link swings his sword in a much more precise 
and accurate manner than the canned anima- 
tions from Twiight Princess. As the дате tile 
would indicate, your sword gains special abies 
when pointed towards the heavens. We don't yet 
know how crucial this wil be to gameplay, but it 
grants Link a stronger sword swipe in the demo 
we played. 

Now motions wil control various advanced 
attacks in Skyward Sword. As | swiped the Wi 
remote and nunchuk together from left to right, 
Link performed his trademark spin slash, Swipe 
them together in a downward motion, and he 
performs an impressive (and powert) fipping 
Vertical вісе. 

Many foes feature movernent pattems that 
require Link to alter the direction of his slash. 
New deku-bobba plants open their mouths 
either vertically or horizontaly, and you'll have 
to aim your sica in accordance with this akgn- 
ment. | encountered what appeared to bo a 
Stalfos Knight at one point, and his guard pat- 
terns forced me to switch up my attack pattems 
on the бу. Aiming your sword swipe corectly 
is absolutely crucial to getting past enemy 
defenses in Skyward Sword 

One significant change to the series’ history 


is the item management system. Ever since the 
original NES Zelda, switching weapons required 
the gamer to pause. Skyward Sword makes 
this process far more convenient and intuitve, 
as holding in the B button wil bring up an item 
wheel without pausing the action. At one point, 
encountered a swarm of bats while my bombs 
were equipped. As they lew at me, I ran away, 
held the B button to bring up the wheel (while 
sill running), rotated the wheel with MolionPlus 
control, and le go to select my whip. The action. 
‘doesn't stop at any point but ts stil easy to 
move around and select your new item while 
avoiding danger. 

Another interesting implementation of motion. 
involves bomb control. You'l pul the explosive 
ол with the B button, and can ether throw It or 
rallit across the ground depending on the mation 
you use with the remote, Instead of slashing at 
опе particular беки оба, | baited him into low: 
ering his mouth to the ground and finished him 
off by bowing a bomb rectly into it. 

Skyward Sword's ЕЗ demo also included a 
‘hing beetle, bow, and slingshot. The beetle is 
thrown and then maneuvered by moving the 
remote around, and the controls are spot-on. 

You can use it to collect items, annoy enemies, 
explore areas, and more. Singshot use (айу 
basic (point and shoot), but the bow more closely 
resembles Wi Sports Resorts archery minigame. 
Youll aim in frst person mode, hold the C button. 
to steady your aim, pul the nunchu back, and 


Many enemies wit 
req yon to plan the 
decon of your а 


release to ө your arow. fees natural, and its 
Certainly more interesting than simply hitting a 
button whio pointing at the screen. 

Few gamers would call Twilight Princesa. 
deappointment, but it left Wi owners wanting 
mare out of their console, Considering at Was 
essentialy a GameCube port, the game wash 
specifically designed around the Wis capabi 
ties. With Skyward Sword, we fnaly have a built 
from-the-ground:-up Zelda experience that takes 
full advantage of the system and its underused 
MationPlus accessory. » Dan Ryckert 
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Infamous 2 


Hands-on impressions 
moral conundrum 
S Ucker Punch Productions was reluctant to reveal 


d the 


‘any new information about infamous 2 at this year's 

Electronic Entertainment Expo, but it did tease that 
the biggest changes to this sequel have not yet been 
revealed. How Cole's moral is judged could be one of 
these big changes. 

Infamous 25 producer, Brian Fleming, was quick to 
sidestep any questions relating to Coles stance in the 
world, but did point out that Sucker Punch wants players 
"o feel Ike "the ultimate super hero or super vilain.” This 
statement certainly tals in ine with the moral arc from the 
first game, but Fleming did add that Cole wil begin this 
sequel with many of the powers he wielded before, such 
as the power ine grind. This, of course, brings into ques- 
tion what path the player chose and whether or not the 
game wil read a eave fle Ike Mass Ейес! 2 does. Fleming 
wouldn't even offer a hint; insisting "we're not taking 
about morality at this pont" 

Ina move similar to giving a crying baby a pacfer, 
Fleming sienced ту rapid-fre questioning by handing 
me the controle. The game is stil early in development, 
but the gameplay already feels as polshed as any major 
reta release. Cole's abilly to scamper up buldings is as- 
"ud as before, but as I found, why ascend buildings to 
reach your foes when you can level the structure they are 
standing оп? A series of grenade fobs wil do the trick, 
but his newest move, an electrical tomado, wil do the 
trick instantly... and it wil also suck up every car, trash. 
сап, and cian asit spins chaoticaly across heavily 
populated streets, 

Coke's newfound affection for close-quarters melee fand 
large whacking sticks) showcases styish Spider Man-lko. 
animations, cinematic camera positioning, and snai- 
paced slow mation for players to savor the moment, Not 
1o tip my hat as to how wil play infamous 2, but one of 
the most rewarding moments in my hands-on time was 
to knock cilans into cars with a swing that wouid make 
Ryan Howard proud. 

My time with infamous 2 concluded with a tease of 
how large the enemies can be. My view of a gorgeously 
detailed cathedral was blanketed by a gigantic green 
‘creature that must have been between seven: to ten- 
stores tal. The creature screamed and thrashed vio- 
lenti and before Cole could engage it ће screen faded 
to black. 

HY the additions and changes I've outined are deemed 
“smal” by Sucker Punch terminology, fans of the series 
have much to look forward to when infamous 2 hits the 
streets in 2011. » Andrew Reiner 
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Assassin's Creed: Brotherhood 


Far more than 


hen Brotherhood was first announced, 

alot of gamers assumed that the 

continuing adventures of Ezio would 
‘amount to litte more than an add-on to the 
existing game. That might have been fine, but 
Ubisoft has far bigger ambitions in mind for 
this latest installment, The company took the 
opportunity at E3 to show off the many ways 
that the new Assassin's tite wil stand out from 
its predecessors. 

The biggest change is the addon of muti 
player Dr, Vidic is using the dozens of Animus 
machines seen at Abstergo in the second game 
to train his Templar to fight Desmond and the 
other Assassins, In Brotherhood, players adopt 
the roles of these trainees as they learn the arts 
of subterfuge and deceit. 

We played a thing new game mode called 
Wanted, in which every player sips into a unique 
Renaissance persona, fom enticing courtesan 
to sneaking prowler, Every player is assigned 
a target - another player hidden in the crowd. 
‘Smultaneously, each player is being hunted 
as wel. Amid the mary simlartooking fures 
walking the streets of the city, its a genuine chal- 
lenge to pick out your target. On defense, you 
сал protect yourself by keeping a low peofle and. 
blending well with the crowd, Inevitably, some- 
опе makes a wrong move, and the chase ison, 
The franchise's rooftop chases сапу a much 
greater threat when a real player is on your heels. 
Special abilities alow players to morph and hide 
in the environment, or gain special offensive 
strikes tke a long range gunshot. The utimate 
effect is a brand-new dynamic for multiplayer al 
about deception and agilty - a perfect pairing to 
the single-player experience. 

That single-player campaign is receiving some 
equally exciting additions and developments. 


n expansion 


As the story begins, Ezio has struck down 
the corrupt pope and returned to his vila in 
Monteriggioni, опу to have it besieged by more 
ol the devish Borgia famiy. Al the hard work 
buiding the vila в lost as cannons and siege 
towers assault the wal 

When the day is done, Ezio has lost everything, 
andis forced to begin anew in Rome, Now 
{uly trained as a master assassin, he begins to 
gather lading recruits to his cause. Even as he 
wanders the streets of Rome fighting the Borgia, 
he continually grows and trains his troops, send- 
ing them off on assassination missions across 
Europe to prepare them for the fights that le 
ahead. Every member of your brotherhood gains 
levels and abies, and can then be called upon 
in exciting Brotherhood Assistance Moments 
(BAM) to strike out at enemies. Cal down an 


assassin from the rooftops to stab a rleman 
lookout. Send a fury of crossbow bolts into a 
phalanx of guards. Have your men hurl a be 
smoke bombs into a well protected church. The 
game does an amazing job of communicating 
that Ezo is now a leader of a small атту, and the 
player gets to reap the reward of that sensation. 

Assassins Creed: Brotherhood had a surpris- 
ing and exciting showing this year, sweeping 
aside many doubts about the viability of a sequel 
о soon after the last instalment. While we're 
eager to see where the next generation of the 
franchise is headed with the inevitable Assassin's 
Creed 3, this years E3 made it clear that another 
um with Ezio should be more than worth our 
time and attention.» Matt Miller 
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Bulletstorm 


couraging your sadistic side ir 


n Bulletstorm, run of the mill enemies are not suppos 
to conjure fear or terror in the player. Rather, developer 
People Can Fly wants you to look at these meatbags 
эз opportunities to demonstrate your demented creativ- 
ity for wanton destruction. 

‘Buletstorm had a prim 
conference, with Epic. 


time slot during EA's E3 press 
voducer Tanya Jessen enthus- 
astical walking the audience through a new section of 
gameplay that follows protagonist Grayson Hunt and his 
Cyborg sidekick ishi Sato as they fight through a facility 
‘swarming with baddies in order to get Ishi a recharge. 

The behind:-closed-doors demo was the same scenario 
же checked out for our Bulletstorm cover story. Armed 
with a Peace Maker Carbine (PMC), Пай gun, and electric 
leash, Grayson faces small groups of unintimidating bad 
Чез served out in increments, with the battle culminating 
in a skirmish with a huge plant-ike monstrosity. 

You're the conductor of this blood symphony, and 
Buletstorm offers tons of choices for brutalizing your 
foes. The game doesn't reward you for simply filing your 
enemies with lead. Instead, you're encouraged to use 
more creative methods, like iting enemies off the ground 
with the leash and lodging bullets in their skulls or grins. 
Using the environmental hazards littered around the world 
to your advantage also yields major points. Kick dudes 
into mutant cacti, tie them up with an explosive fal gun 
round and send them flying into a group of compatriots 
before detonating the round, or send an explosive barrel 
their way - the choice is yours. Once you rack up a 
decent amount of points, you can use them to buy over 
charged upgrades for your weapons. 

Like all Epic games, the controls feel tight, the particle 
'effect-filed environments look fantastic, and the humor 
is stylishly sophomoric. Gamers gravitated en masse t 
Bulletsiorm's explosive, over-the-top action on th 
show floor, and we're looking forward to spending more 
time in this destructive playground.» Matt Bertz 
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Xbox 360 
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Microsoft Game Studios 
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Epic Gam 

Release 

Ара 2011 
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ih Gears of War 
r player cooperative campaign look 
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J the show w ly od 
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бк together through waves to deleat tho enemy 
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ооа, more. 
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any number 
boomer could sho 
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rr vision, 
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how exibie and str 


pagan to see | 

jc this new Beast mode could 
1o feld 
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presentation of the campaign in action, the latest Gears 

instalment revealed ise to be no less than we 

‘expected: one of the definitive games to 

move into 2011. » Matt Miller 
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» Release 
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Mortal Kombat 


Pouring buckets of gore on gaming's bloodiest series 


hen Midway Games fled Chapter 11 
bankruptcy in 2009, most of the com- 
pany's development studios and game 

‘properties found new homes. Midway Chicago, 

the team behind the Mortal Kombat series, qui- 

ell joined the Warner Bros, Interactive family, 
and it didn't take long for Warner to reveal 

that this studio was working on a new Mortal 

Kombat game, 

When this news hit, the Internet immediately 
latched onto the idea that Ed Boon and his team 
renamed NetherRealm Studios) was working on 
the sequel to Mortal Kombat vs. DC Universe. 
(another property owned by Warner. Ав much as 
1 enjoyed watching Scorpion harpoon Superman, 
Mortal Kombat vs. DC Universe wasn't really а 
Mortal Kombat game. 

In the weeks leading up to this year's Electronic 
Entertainment Expo, NetherRealm Studios 
released a teaser video for its new product. Fan 
reaction couldn't have been greater. Like Street 
Fighter before it, Mortal Kombat is returning to its 
20 roots, and it wil be bioodier than ever. 

The game is being designed like a band's 
‘greatest hits album, collecting the most beloved 
Characters and arenas from the series’ past. 
‘Sub-Zero can freeze Scorpion in his tracks as 
the angry trees from the Living Forest look on. 
Are you tired of watching Johnny Cage hit Liu 
Kang in the famiy jewels? A perfectly timed 
‘uppercut wil send him tying into the pit 

Most of the characters are equipped with 
moves and weapons previously seen in the 
series, but the fighting that unfolds and the 
‘combos that are constructed are based mostly 
О of player ingenuity. “I want players to discover 
"heic own combos,” says Boon, The game offers 
plenty of pre-scripted combos for cach charac- 
ter, but players wil find new ways to chain the 


‘sequences and special moves together. You'l 
‘even be able to create combos that link the 
attacks of tag partner, 

Pummeling your opponent doesn't just bring 
‘sadistic satisfaction. As the hits land, you'll 
also be powering up a Super meter that can be 
tapped to enhance any one of the characters 
‘special moves. When the Super meter is file, 
you can tap into an X-Ray move. As the name 
implies, this move highlights the brutality inflicted 
оп the bones and organs of a fighters body 
through a zocmed-in x-ray lens. You'l see jaws 
shatter, spines snap, and if you're using Sub- 
Zero, you'll see what happens to a liver that is 
frozen and crushed by a hand, 

These moves are as brutal as anything the 
‘series has offered before, but they don’t stack 
up to the level of gore tied to the new Fatalities. 
| wouldn't be surprised if Ed Boon told his 
team to make these finishers as disgusting and 
controversial as they could. Scorpion slices his 
‘opponent in two at the waist, and as their torso 
precariously balances on the legs, he severs 
their head, which also balances like a grotesque 
game of Jenga. Not finished, he kicks his oppo- 
nents torso to disassemble the pieces, As the 
head twits through the air, he cuts it clean in 
half with a vertical stice. To say this game is vio- 
lentis an understatement. To say it could be the 
most violent game ever made may be a fitting 
descriptor. » Andrew Reiner 
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Halo: Reach 


Still a contender 
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ао has been a sales juggernaut and a 


Noble 6 breached the building and leapt into 
a Saber ~ a high-powered space fighter that 
went hurting into orbit. From there, the ground 
combat we've become familiar with over the 
years transformed into а tring outer space. 
shootout, with Covenant Banshees and Seraphs 
‘swooping about streaming plasma trais Debris 
tits and spins through the void, The defending 
station finaly comes online to launch a hal of 
gunfire into the attackers, Its a great example of. 
how Bungie stil has some tricks up its sleeves to 
keep Halo players on their toes. 

ЕЗ also offered Bungie the chance to reveal 
ther newly redesigned Firefight mode. The 
‘cooperative ght against waves of enemies 
returns, now with ful customization options. 
Players can set number of waves, what enemies 
show up, weapon selection, and active skul 
effects - including the addition of custom skulls. 
‘Your personal game settings can be saved and 
shared over Xbox Live, so the best combina 
tions wil fise in popularity over ime and per- 
petuate across the community 


New game types Ike Generator Defense 
change up the action. In this game type players 
work together to hold off the Covenant attack- 
өг from destroying a vulnerable power genera- 
tor. Players can focus ther efforts on a single 
generator or try to keep them all alve. They can 
alco lock down the generator for a short period 
Cf inincbilty during dre situations, We also 
played through a hilarious game of Rocketfight, 
a firefight with infinite rocket ammo and huge 
waves of enemies. 

Now weapons premiered, ike the super- 
heated plasma rounds of the Covenant con: 
cussion rife. There was even a new armor 
abilty called the drop shield, which heals and 
protects alies, allowing for some players to 
adopt а med role on the fld. Taken together 
with the excellent campaign presentation, 
Reach is looking as good as we hoped. We're 
опу a few months away from seeing how it all 
comes together. » Matt Miller 


LittleBigPlanet 2 


Sackboy returns with a slew of genre-bending creation to: 


hen Media Molecule's charming gem 

frst hit the scene two years ago, the 

adorable platformer spawned a cre 
ation revolution Talented users from across the 
‘lobe created levels that rivaled the best Media 
Molecule had to ofer with its robust toolset, 
and over two milion levels have been shared to 
date. LitleBigPlanet 2 wil give this community 
‘of budding developers the chance to create not 
опу levels but entire games across multiple 
‘genres with its vast set of creation tools. 

Media Molecule showed off a series of levels 
that were part of its Community Game Jam, 
ал event designed for top creators in the 
LittleBigPlanet community. During a studi visit. 
the users were shown developer-created levels 
from the sequel and were then tasked to create 
ther own using the toolset from LittleBigPlanet 
2 їп a mere 24 hours, The results were impres 
sive. We saw a real-time strategy game, a retro 
space shooter, a 2D brawler, а sumo wresting 
game, and more. When playing these levels, we 
Wero amazed not only by the range of genres 
users explored, but how each leves design 
was diferent down to every ресе of geometry. 
Iwas also apparent that users can tinker with 
physics, which can make a zero-gravity adven- 
ture in space or a game of bumper cars feel that 
much more reali. 

We were shown several of the new creation 
tools during the demo, but one of the standouts 
was the abilty to create Sackbots. These Al 
bots can be any size you wish, plus you can 
customize their proportions and costumes, Al 
logic can be applied to these bots, which can be 
programmed to folow you around, attack you, 
‘or simply flow a path of your choosing, alow. 
ing you to create tons of mini-Sackbots for your 
‘own version of Pikrin or to develop the next. 

Ico. If you simply want to create your own music 
ideo and make the bots groove, you can record 
motions performed manually using the analog 
sticks and triggers. Once you stop recording, 

the motions are looped for an adorable dance 
sequence, Though seemingly complicated, the 
interface’s labeling is straightforward and easy 

to navigate, 

Needless to say, amid the gunshots, explo- 
sions, and bloodspatter on the ЕЗ show foor, 
its refreshing to see this famiy-frendyy innova: 
tor get al the attention it deserves. We cannot 
май to see what the community wil come 
up with when LitleBigPlanet 2 releases in 
November, » Annette Gonzalez 
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Kirby is still cute as a button 


have a soft spot in their hearts for Kirby. 
From hardcore FPS players to grizzled 

ММО addicts, Nintendo's Ийе pink cream puff 
has successfüly clogged our arteries. That's 
why Nintendo's announcement of Kirby's Epic 
Yam forthe Wi has droves of gamers smiing 
with chidike anticipation. Two-player co-op, 
lighthearted gameplay, and a texturized aes 
thetic are just a few reasons this game has Wi 
‘owners excited to revisit their old friend, 

Kirby's Epic Yarn features a hand-crafted 
veneer not unike LittleBigPlanet. Everything in 
the colorful world is composed of cioth, zippers. 

utlons, уат, and other tems you'd find in your 
grandmother's knitting basket. The needlework 
Presentation doesn't merely save as a visual 
gimmick, however, as many items react ike they 
would in real lle. Unzipping two pieces of cloth 
Causes one piece of fabric to realstically futter 
downward, revealing secret passages behind. 

Buttons are even used as anchor points for. 
Krys yam whip. The best-looking Wi games: 
‘often accept the Wis graphical Imitations, 
resulting in creative marvels such as this. 

Epic Yarns striking vsuals are sure to motivate 
nearby friends to seize the Wi Remote, but with 
2-playor drop-inídrop-out co-op you won't have 


fA e itn ier cee clams a 


Kirby's Epic Yarn 


Хо worry about passing the controler. With the 
press of a button of Kirby's pal, Prince Fu, can 
рор into the game to help whip enemies into 
shape and make platforming easier Both char- 
acters have access to the same moves. While 
lassoing baddies, swinging from the yarn whip, 
and throwing one another onto tricky platforms 
takes center stage, other classic Kirby transfor 
mations return. Each character can transform, 
into a destructive brick, submersible submarine, 
speeding car, or floating parachute. In one 
section the duo combine Ike cuddly Power 
Rangers, morphing into a scroen-fling tank 
armed with swarming missles and a rocket 
powered boxing glove, 

if you're fretting a molion-controled mess, 
stop right there. Kirby's Epic Yarn is controled 
NES-styo, withthe Wi Remote turned sideways, 
Old platforming skits spark to Ife instantly, as 
the game's intuitive controls are easly mastered. 
With this simple control scheme in place, devel 
'opers Good Feel (Wario Land: Shake I ала 
HAL Laboratory (Super Smash Bros), are free to 
incorporate motion gameplay in interesting ways 

leering the fst of the giant Kirby mech, 

ther oldschool platformer, the Kirby 
‘series has been known less for its blistering 
dificuly and more for ils approachable fun 


Epic Yarn is no diferent, Ку and Prince Fut 
‘collect loads of colorful gems throughout tho. 
game. hiny 
Collectibles shake loose, lowering their end of 
level scores. This more forgiving penalty replaces 
death, во less-experienoed gamers can көөр on 
trucking even if they take a wallop. 

While the padded diffculty is guaranteed to 
polarize Kirby fans, Epic Yarns gonzo boss. 
fights are sure to entrance everyone. A giant 
Yarn-crafted dragon is the frst massive threat 
Kirby and Prince Fluff must defeat. The fre- 
breather spews out farming buttons, which 
‘must be lassoed and retum-fred by the player. 
Hefty damage causes the beasts button-tipped 
tongue to lol rom its mouth, begging to be 
whipped. After wranging the dragon's tongue, 
players pul back and let 'er rip. Watching a hulk- 
ing, mythological beast get taken down by two 
adorable puffs is ever-salistying, and moments. 
Ike this aro sure to have co-op buddies cheering 
in tandem. 

Kirby's Epic Yarn is shaping up to be the 
Wi game you didn't know you wanted. Tha. 
winning combination of rock-solid gameplay, 
enchanting visuals, and sick co-op make this 
one title to keep your eyes on leading up to its 
release this fal. » Tim Turi 


Rage 
id crawls out of the hallways 
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Civilization V 
The genius is in the details 


ig changes are coming to the godfather of 

strategy games. New lead designer Jon 

Shafer and the team at Firaxis are shaking 
up the Смйгайоп formula in a lot of ways, but 
Civ V's E3 showing replaced our fear of change 
with exctement forthe future. 

You already know about the big new features: 

а hex grid instead of squares, the removal of 
army stacking, and the addition of minor nations. 
What stuck out at the show were smaller deals, 
Money is receiving a needed boost to make it 
attractive to pursue wealth rather than qo all-out 
‘on research. Gold can buy additional tles for 
your ciles to work and is а major component of 


game's world has been crafted using megatex 


tures, which allows the studios artists to create 
areas by hand without resorting to smaller, 
repeating textures. The demo's opening 
expanse, set in а wide canyon, demonstrates 
the tech to great effect. The area is fled with 
rocky outcroppings, boulders, and steep wall, 
апа tutiizes a stunning amount of variety. 
Areas realy do look unique, without the strange 
quilted quality that other games with large 
worlds often resort to. 

That was perhaps demonstrated best in a 
level shown at ЕЗ for the frst time. The Dead 
City is an area ordinari of-imits to survivors, 
Its essentially a ruined downtown center. 


the expanded diplomatic options - particularly 
wth minor city-states, Firaxis says that improved 
automaton options alow players to let the Al 
handle more tasks Ike the delais of city gover- 
nance and research paths, leaving players free 
to focus on big picture strategy without gimping 
their empires. Most importantly Civ Vs commu- 
nity support looks amazing, 

Rather than downloading а fle from a third- 
party website and unzipping tinto a specific 
folder in your Program Files directory (ала 
hoping that you got the latest version of it and 
that its compatible with your game version), Су 
V players can uso the in-game mod browser 


that’s been reclaimed by mutants, and as we 
saw, worse. The palette is almost overwhelm- 
ingly gray, but structurally ts stunning. As wo. 
walked down the cracked asphalt street we 
spied crumbled parking garages and more. 
than a few buildings that seemed as though 
they might fall at the slightest provocation. After 
tearing through a grenade-launching creature 
the size of a Fallout 3 supermutant, we thought 
the worst was over. Far from it. The demo 
ended with a glimpse of a mutant large enough 
to straddle the two-lane street with ease. 

thats what we're up against, ts defritely good 
that we've got some room torun, » Jeff Cork 


to easily coordinate ай of the details. Civ IV has 
опе of the most active and engaged modding. 
‘communities in the world, and that's without 
much post-launch support from Firaxis. With 
this addition, Civ V has the chance to be some- 
thing truy special 

Ciilzalon V releases on September 21, so wo. 
don't have long to wait before judging whether 
it a worthy successor to arguably the best 
strategy game to date,» Adam Biessener 
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roid Prime develop 


since we last saw Nintendo's brutish gorila. 
п а game all his own. U.K. developer 

Rare brought the character back to relevance: 

in the mid "908 with Donkey Kong Country 

but it's been nearly 15 years since Donkey 

Kong Country 3 landed on the SNES. Recently 

it seems Ike Donkey Kong has been limited to 
‘appearing in ensemble tiles Ike Super Smash 
Bros. and Маго Kart or relegated to staring in 
offbeat titles Ike Donkey Konga. We've missed 
the big ape, so we were happy to hear Nintendo 
announce Donkey Kong Country Returns for the 
Wi at this year's ЕЗ. We put the game's new 
co-op mode through its paces at the show and 
walked away wondering why it's taken Donkey 
Kong this long to retum to the jungle 

їп Donkey Kong Country Returns, a group of 
evi TK creatures have taken control of al the 
animais on Donkey Kong Island, Of course, ther 
frst order of business is to sneak into Donkey 
Kong's secret banana hoard and steal the big 
guys precious supply of bananas. When Donkey 
Kong discovers that his stash has been raided, 
he loses his calm and enlists his nephew, Diddy 
Kong, to help hunt down the missing fruit and 
torch some This, 

Retro Studios, the developer behind Metroid 
Prime, has been tapped for this rebirth, and 
the studio has focused on buiding a Wii plat 
former that wil appeal to fans of the classic 
‘SNES series. Barrel cannons and mine carts 
эге strung together throughout the levels, 
creating tricky platforming sequences that 
aro rewarding to navigate. Just lke previous 
‘games, the letters K-O-N-G can be collected 


, e predates Мало, but it's been a while 


er steps in for Rare 


Donkey Kong 
Country Returns 


to unlock a bonus at the end of each level. 
While Returns may be built on a 3D engine, a 
fixed camera (à la New Super Mario Wi) gives 
this game a classic 20 feel. 

In co-op, Diddy Kong joins his uncle's quest. 
‘Both characters are able pound the ground, 
which stuns nearby enemies for a short time, 
but only Diddy comes equipped with а jet pack 
that allows brief hovering and a peanut рор 
gun. Diddy wil also be able to jump on Donkey 
Kongs back at any point in the game. While 
riding piggyback, Diddy won't have much control 
‘over where the duo goes, but he wil be able to 
shoot peanuts at their enemies. He won't have 
o worry about navigating some of the trickier 
platforming sequences, making Diddy a good 
‘choice forless-experienced gamers. 

Donkey Kong Country Returns won't hold 
your hand or coddle you to sleep with soothing 
nursery rhymes; the game is an unapologetic 
‘challenge. When we faced off against one of the 
bosses - a giant rhino-faced toad = it took us a 
few tes to get a hang of the mechanics needed 
to successful jump over its spiked nose and 
slap the weak spot on its back. Retro Studis: 
take on Metroid included some drastic 
‘changes, but with Donkey Kong it seems 
the studio has taken a more conservative 
approach, sticking to а design formula that 
‘made the earter Donkey Kong Country. 
tiles so popular. Donkey Kong Country 
Retums should make a great holiday git 
for Nintendo fans when it comes out 
near the end of the year. » Ben Re 
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» Platform 
PlayStation 3 
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1 to4-Player Acton. 
(Online TBA) 

э Publisher 

Sony Computer 
Entertainment 

» Developer 

Eat Sleep Play 


2011 


Twisted Metal 


Sony’s ultimate car combat series get 


1 the mid- 90s, David Jaffe gave gamers one 
Of the frst must-have titles for the original 

PlayStation. Twisted Metal had personal- 
ty oozing out of every pore, and backed up. 
Is wicked sense of humor with fantastic car 
‘combat gameplay. ts sequel improved upon 
‘everything that was beloved about the orginal, 
but a switch in developers caused the rest of 
the PSone tiles to be mere shadows of their 
former selves. Jaffe brought the series back 
to the quality i had once seen with the PS2's. 
Twisted Metal: Black, but the series has been 
dormant since its 2001 release (outside of a 
PSP title and subsequent PS2 port) At E3 this 
year, Sony sent the message loud and clear 
Twisted Metal is back. 

айе Eat Sleep Play studio presented its new 
take on the series at the end of Sony's press 
Conference, and it is wider than ever before. 
\While stil focused on insane characters driving 
ridiculous armed vehicles, it appears that mul 
player wil be more of а core element to the tiie 
than we've seen inthe past 

While local multiplayer has been a series 
staple since the beginning, onene play has never 

aly taken off. Twisted Metal: Black Online 
was released during а бте when most gamers 
dit have ther PS2 connected to the Internet. 
"Twisted Metal: Head On for the PSP allowed 


s a much-nee 


огге різу but the handheld nature of the game 
didn't fer the scope of a console tle. With the 
series heading to the PS3, this wil be the frst 
true chance for Jaffe to show off car combat with 
an onine focus. 

The team showed off Nuke mode in-depth. It 
plays ike the most deranged version of capture 
the fag that you've ever seen, with bodies being 
dragged behind cars in place of fags. We saw. 
wo factions - Clowns, led by Sweet Tooth, 
and Dols, led by Dolface (driver of Darkside 
in Twisted Metal: Black). The endgame is to 
destroy your rival factionis massive effigy that's 
looming over the city. How you accomplish this 
is a bit involved. 

Things start out in basic CTF format, except 
the fags are represented by your rival factionis 
leader. In the demo we saw, Sweet Tooth and 
Dolce were manning turrets deep in their own 
territory, Your frst objective is to secure the rival 
leader and drag them near your team’s missle 
launcher. Driving over them automaticaly ropes 
them to the back of your car, and their body 
‘comicaly fails behind the vehicle as you speed 
back to your part of town. 

Опсе you get them within your missle 
launchers perimeter it starts belching fames and 
transforing. Keep the leader within the ciclo 
long enough and you can sacrfce them to this 


ded multiplayer makeover 


‘demonic contraption. This launches a missle, 
sh you then steer towards the other team's 

effigy, As tts in the air, the other team must 
‘Scramble to shoot the projectie cut of the sky or. 
destroy the pilot near the launcher isl. 

Its a wid and ridiculous muttplayer mode, but 
we'd expect no less from a franchise featuring 
a homicidal clown as its mascot. This new tite 
may have more of a focus on factions and team 
play, but that doesn't mean we won't be seeing 
the serios! trademark story segments. According 
to Jaffe, We're going for edgy Тйл Zone 
stores rather than the dark, depressing stuff we 
didin Black. He also said that the team is push 
ing for a Teen rating that would be more in ine 
with Twisted Metal 2's style rather than the grisly 
Violence of Twisted Metal: Black, 

Vehicles won't be tied to specific characters 
this time around, as they need to be more flexile 
for onine play. So far, we've seen a һалам of 
the 12 to 16 total cars expected to be in tho final 
version. Roadboat is а large vehicle that can pull 
in enemies with a magnet, Once attached, it can 
fing them across the environment or ram them 
into wals. Vermin ап exterminator vehicle that 
launches remote-controled rat missles. If you 
select the tow truck, youl be able to spawn tax 
‘cabs behind you to use as makeshift projecties. 
‘An ambulance launches a helpless patient on а 


fter ban a o ona poop mile 


уттан wa a ройсарит Doon n Back Гы spew 
ty пай eft ше choppers a scab 


sr that you can steer and remote “ : 
nale. If youre not worried about armor, you can 
fam. 


addition to the seres is the 
th it, you can easly transport your 
xs the map to health pickups 

neries from 


jth th 
Ike freeze blasts and mines. Instead of 
ghting le button 
d, all of these functions are 

is your energy meter fi 
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э Publisher 
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Entertainment 

» Developer 
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э Release 

Holiday 
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Publisher 
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» Release 
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God of War: Ghost of Sparta 


monste 


and mytholo: 


f you thought that God of Wari put a cap 
оп the story of Kratos, think again. Sony 

wil continue building the franchise this 

year with God of War: Ghost of Sparta, Like 
Kratos's previous handheld adventure, Chains 
of Olympus, this PSP outing wil fil n some 
gaps in the series’ lore, specifically exploring 
"what happened between the first and second 
‘game in the main trilogy. As a game, though, 
Ghost of Sparta looks to be a better effort than 
Ready at Dawn's aiready-awesome previous 
God of War release. 

‘The biggest reason for this improvement is 
the inspiration that Ghost of Sparta takes from. 
God of War Il. This ranges from ftl things, Ike 
the button prompts for quick me events now 


appearing on the sides of the screen rather than 
in the middle, to more important changes ike 
а greater focus on cinematic moments and set 
pieces that break up the game's bloody action. 
Ghost of Sparta wil expand Kratos’ impact 
оп Greek mythology even further, puling in many 
frst-time appearances for the franchise, includ 
ing the monstrous Scyla, the cursed king Midas, 
and more, Most importantly for fans, this side 
story was plotted out alongside God of War I's 
development, so there are certain references 
in God of War I - such as Poseidon’ cryptic 
‘exclamation that “Alanis wil be avenged” early 
in the game — that wil finally be explained in 
Ghost of Sparta. 
‘As far as new moves for Kratos's arsenal, the 


biggest addition comes in the form of Hyperions 
Charge, a special grab that lets you folow up. 
with multiple options: beating your opponent 
with your fists, slamming them into the ground 
repeatedly, or tossing them away. Kratos wil also 
дап a new chain ighining spel and a spear and 
shield combo that shouid alow for a more defen 
Sve play зуе. 

God of War II may have offered up a satisty- 
ing conclusion to the saga, but that doesn't 
mean we're not interested in more. Ав long as 
‘Sony keeps putting talented teams Ike Ready 
‘at Dawn on the job, this is one franchise we 
have faith in, » Phil Kollar 


Marvel \ Vs Capcom 3: Fate of Two Worlds 


Capcom's em plays 


3 to recognize not only the iconic char. 
acters, but also the legendary franchise's 

unique fair. Entries in Capcom's classic 
crossover games are unmistakable, and each 
is anticipated more ravenously than the last. 
Capcom finaly let eager pugiists get their hands 
on the arcade stick and join this epic clash. 
The verdict? This is shaping up to be a fighting 
‘game for the agas. 

Marval influence is obvious, with thick shad- 
ing dancing across every character, creating 
a look somewhere between 2D hand-drawn 
sprites and Steet Fighter IVS 3D character 


A It takes is one look at Marvel vs. Capcom 


oad as it looks 


models. Briliant strokes of color accent each 
claw swipe and gun blast, painting a vibrant por- 
trait of the devastating attacks. Each character 

is faithfully recreated - Tho Hulk's head obscures 
health bars and Dante moves with a flashy grace 
that only he possesses. 

Like any true Fighting game, MVC 3 is best 
played with an arcade sick. As with SF М, соп 
troling 3D characters on a 2D plano feels tight 
and snappy. You can use Dante's upward sword. 
swipe to launch foes into tho а, then tag in 
Captain America for some high-altitude slapping, 
Once you've got he tiring down, you can swap 
in your third fighter to either juggle your opponent 


higher inthe air or stam them to the ground, I 
you've got Dante, Deadpool, and Chris Redfield 

їп your party, why not fish them off with a team 

hypercombo, in which all three riddle the compe: 

"ion with relentless gunfro? 

These screenshots are only an appetizer to 
the gorgeous combat. You need to soe the 
game in motion to admire the pugiistic poetry 
Capcom has brewing. No new characters have 
been revealed since our last feature, but we 
can't wait until there’: moro to share about this 
high-octane fighter.» Tim Turi 


t takes a big man to admi his mistakes, and 
when it comes to his problems with Fable I 
designer Peter Molyneaux is as gigantic аз 
his reputation. During our ЕЗ demo of Fable 

1, Molyneaux aid out all of his criticisms of 
the series, and detailed exactly how Lionhead 
Studios is going to fix them. 

Molyneaux stated the demo with a stark 
admission: He didn't ike Fable Ifs story, and 
considers it generic and forgettable. With Fable 
I the team at Lionhead set out to craft a story 
that is instant understandable and appealing: 
Your mission is to amass enough 
power and fame to overthrow the 
ranrical dictator of Albion, then 
step into his shoes and rue the 
land yoursel Your coronation wil 
‘come roughly hallway through 
the story, and introduces a 
variety of new gameplay ele- 
ments, as you alocate your 
kingdom's wealth settle 
Gepules brought before 
you in court, and decide 
whether to honor or forget 
all he promises you 
made to your sup 
porters on your rise to 
power, Үо til have 
the abity to travel 
the countryside 
saying hobbes and 
searching for trea 
sure with your trusty 
pooch - but youll 
Probably ave to 
don a disguise in 
order to be eft 


alone. Molyneaux stated players vill am certain 
truths about power, which may result in you. 
acing more Ike your despicable predecessor. 
than you would ike. 

Molyneauxs criticism of Fable II didn't end with 
the story: the worst part of the game, he told us, 
was the start button = the player was constant 
drowning in statistics and ists and never realy 
fett ike they were leveling up or amassing a 
fortune. For Fable I, all ofthe tems that were 
previously hidden in menus now reside in the 
Sanctuary a series of rooms that house your 

various collections. Your faithful butler Jasper 

(voiced by the hilarious John Cleese) assists 

you in each of the Sanctuary’ areas. These 

include a dressing room withthe hundreds 

о! clothing items you have acquired (Jasper 
wil lay out select costumes for you on manne- 
quins); an armory that displays al of the weap- 

ons you've collected or crafted; and 

a treasure room, which wil slowly 
fil with mountains of gold as you 
accumulate wealth (here was 

‘also a co-op room, but Molyneaux 
wasn't taking about it yel AS 

Molyncaux showed off a long 
Tne of customized swords - 

the visual style ol your weap- 

‘ons now evolve based on 

how you use them - it was 

instantly clear how much 
more rewarding collecting 
items wil be in Fable Il. 

A variety of other 
improvements we saw 
reinvigorated our love 
of the seres. Magic is 
now bound to enchanted 


loves, which can be mixed and matched to 
create different elects based on each goves 
level and ability. Co-op has also been revamped, 
now providing a completo experience: Your 
visiting fiend can bring al of her weapons and 
powers into your game, and the two of you can 
travel independently to wherever you wantin 

the word, Thanks to the new Viclocan-era time 
period, the game has moro of a distinct style 
than most fantasy games, too. 

Molyneaux is infamous for making impossible 
claims about what his games wil delver to play- 
ers, but from what we saw at ЕЗ, we are once 
again hopeful that Microsofts seminal RPG won't 
@зарроги fans.» Jeff Marchiafava 


Your ила wil garner you lowe, 
Which wii replace пай XP 
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Xbox 360 PC 


э style 
1 or 2-Player Action! 


» Publisher 
Micosot Game Studio 
» Developer 
Lionhead Studios 

э Release 

October 25 
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» Platform 
PlayStation 3 

» Style 

1-Payer Shooter 
Multiplayer TBA) 
» Publisher 
Sony Computer 
Entertainment 

э Developer 
Guerilla Games 
February 2011 
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Killzone 3 


We tour Helghan in 3D 


ER ацыры 
DIEN 
Pee Eu Era 
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» Platform 


PlayStation 3 
Xbox 360 + Wi 


» siyle 


116 7-Player Rhythm 


Г 


(Online TRA} 
Publisher 
MTV Games! 
lecronic Ars 


» Developer. 


Harmonix 


э Release 
Tal 


Rock Band 3 


Welcome back to 
difficulty, suck 


ust when we're gating over guitar games, Harmonix 
Puls us back їп with a keyboard peripheral, a pro 
‘mode that simulates real instrumentation, three-part 
vocal harmonies, 83 new songs, and backwards com: 
patibiy with all previous Rock Band on-disc and DLC 
{except The Beatles and a handful of RB 1 songs) 

"We got our hands on all of the new and modified instru- 
ments, and were shamed from the heights of expert and 
hard Жолу down to pro mode's easy and medium 
settings. The 25-key keyboard ($80) takes about half a 
song to figure out whore your hands aro in relation to 
notes onscreen, but ts fun finding chords and tapping 
in time to a Huey Lewis synth [Only Bryan thinks playing 
Huey Lewis songs is fun, Don't judge the rest of us, Eo). If 
you already own a real MIDI keyboard, a $40 adaptor can 
make it work with Rock Band 3. 

The pro drums are the easiest instrument to adapt to, 
since Harmonix simply added three cymbals (840) to the 
standard Rock Band kt. Scroling onscreen notes are 
now shaped ike toms or cymbals to differentiate where 
you should hit. This adds a new dimension to drumming 
without sipping on a bunch of confusing new colors to 
the note charts. 

The most drastic and exciting advancement, however, 
comes in the guitar department. We played with a real 
Fender Stratocaster specialy outfitted with gaming elec- 
tronics, and it actually works. Using standard guitar tabla 
ture layered on top of scroling gems, players are playing 
the real parts of the song during pro diffculty. The price 
for this setup has yet to be determined, but if you'd rather 
not mess with changing strings and spend presumably 
less money, there's also a new plastic Fender Mustang 
‘controler ($150) that simulates al of the frets and strings 
ofa real guitar 

If you'd rather stick with traditional fve-button 
gameplay, the game plays ike classic Rock Band. But 
We've got a feeing plenty wil be tempted into dabbing 
with the pro guitar parts, » Bryan Vore 


Epic Mickey 


Hands-on with Mickey's grand adventure 
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him woo a lady friend. To do that, you need fow- 
ers. TK Sam - devoid of color to represent his 
animated origins - has some in his shop, but he 
requires you do yet another task to receive them. 

Here you are presented with a moral choice: 
‘Sam asks you to ferret out three masks hidden 
throughout Venture Land. The player can scour 
the island and fnd all of them or stop after secur- 
ing a single one, You could then give the frst 
mask to Sam, erase an entrance into the back 
room of his shop, and steal it back. Repeat this 

сө! another time and the flowers are yours. 
Once all the parts are in your possession, Skull 
Island awaits, Several massive chains have ren- 

rad Smee’ ship immovable, and the anchors 

must be erased to set the ship Көе. Located in 
а vast ocean of thinner, Mickey must carefuly 
platform between a series of smaler islands 
in order to avoid being "puddded "Pudding. 
is Disney's answer to traditional death, wi 
Mickey respawring without penalty after a few 
moments: tmo. 

(On Skul island we moet the Tints and Tups 
{shor for turpentine). When Epic Mickey frst 


debuted, Junction Point head Warren Spector 
showcased his “playstyle matters” mantra visu- 
aly through Mickey's appearance. Frequently 
using thinner would result in a rat-ike protago- 
rist. Restore the world with paint and Mickey 
Would stand tall and proud, After months of 
careful consideration, Spector benched the idea 
in favor of a single, uniform aesthetic, Now, Tints 
act as a guardian and visual indicator for hero- 
ism. Conversely, Тигр wil circle Mickey If the 
Player prefers a more destructive playstyle. 

After erasing all four anchors and freeing the 
ship from йв sizable burden, Smee is fro to sall 
the seas again, With his objective met, Mickey 
can retum to the hub or rescue the remaining 
pirate crew from their automated fate. 

The standout feature of the demo was the 
impressive visuais. Lighting models, texture, and 
animations have been polshed across the board. 
While controis feel more ike a workin progress, 
Epic Mickey looks to be on track for its end-of- 
year release. » Meagan VanBurkleo 
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Call of Duty: 
Black Ops 


» Developer 
ти 


brush that M р! 
last.» Adam Biessener 


Meda 


A sati: 


fying blend of Call 


multiplayer, but where's the campaign' 


Fro te eH 
pict тем 
СЕ 


of Honor 


of Duty and Battlefield 


impressive score chain, you can unlock a tact 
‘cal support option. Like the kil streaks in COD, 
these give you access to devastating attacks 
Ike mortar strikes and cruise missles, If you'd 
rather give your side a boost on the battlefield, 
you could deploy health or armor bonuses to 
your teammates instead. 

Medal of Honors ranking system has a unique 
angie in that you start as an Army Ranger with 
the goal of becoming a Tier 1 Special Forces 
expert. Your reward for proving your worth on 
the battlefield? A sweet, bushy beard just Ike the 
badass gracing Medal of Honors box. 

The second portion of ош hands-on demo 
shifted from the Team Assault mode to an objec- 
tive-based mode. Like Battlefeld's Rush mode, 
the teams are divided into attackers and defend: 
ers, with the aggressors moving to capture 
‘objectives in a timely fashion. If they succeed, 
the map area enlarges and a new objective 
created. The map we played, the Helmand Val 
mountainside, required the attacking team to 
capture five total objectives up a mountain pass 
to win the skirmish, 

Gaining even ground with our insurgent 
enemies was paramount, as they had the verti- 
cal vantage point to thwart our advances. As we 
pushed the frontne toward our ultimate objec- 
tive а weapons cache that needed destroying- 
we gained access to Bradley fighting vehicles 
that made quick work of our enemies. Though 
you can control the tank, the operating area i 
very narrow and restrictive so the advantage only 
lasts unti the opposing team switches to their 
rocket launchers and blows your milion dolar 
vehicle to smithereens, 

As a big fan of the Battlefield and Call of 
Duty franchises, my hands-on time left me very 
‘excited for Medal of Honors potentia Though 
the multiplayer looks to be in good shape, 
we're only a few months away from the game's 
release and have barely seen a gimpse of the 
single-player campaign. Could this be a sign 
f problems for the high-profile series? It's too 
eariy to tell. Hopefully we'll get a look in the 
coming weeks, » Matt Bertz 
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The Old Republic 


and MMO's pr 


ж Platform PC » Style MMORPG » Publisher LucasArts » Developer BioWare 
э» Release Spring 2011 


ings te about Word ol Wer: aces ory and determine how others 
T ithe word ий нес o yo aay 
Vioc 
hinge Ве about Siar Wart: The 
Od sc Al tho shove. tle 


Strategic, measured gameplay that's 
flexible and fast enough for solo play 
‘ers but deep enough to make group play 


Central 


make a dancer out of you 


Dance 


Platform Xbox 360 » Style 1 or 2-Player Khythm/Musio» Publisher MTV Games 
9 Developer Harmonix » Release November 4 


an entire track in real time with onscreen 
prompts that display your accuracy. Other 
modes have yet to be revealed, but we do 
know there wil be more than 90 routines 
and 600 moves to master, 


armonix is ditching plastic instru- 
ments for йв Kinect-axciusive tile, 
Dance Central. Whether you're a 

professional dancer or have two left feet, 

Dance Central has something to offer 


interesting, an addictive quest structure 
that keeps players moving from one loca: 
tion to the next in a huge world: loads of 


loot and frequent upgrades, 


Things | ike about Mass Effect: A сот. 
plex, intergalactic plot weaving together 
the politics and conficts of various alen 
races; well-written dialogue; meaningful 


wasn't showing many new features on. 
hei long-awaited MMO at this year's E3 
‘outside of the announcement that every 
player wil have his or her own starship, 
but I was impressed with its masterful 
blend of what keeps me coming back 
to other MMOs and what makes singe 


teaches you moves step by step and 


‘The Kinect camera scans your body to 
create a player signature that recognizes 
your motions. Navigate the menu with a 
few hand swipes and jump right into one 
Of the game's modes. Break it Down modo. 


slows down the pace to help you learn the 


No one at Gl is а trained dancer, 
fet we found the songs to be fun and. 
accessible thanks to great onscreen 
feedback and a steady difficulty curve. 
We can't wait to hit the dance foor with 
а fresh set of moves when Dance Central 
releases this fal,» Annette Gonzalez 


choreography. Perform mode takes off the 
traning wheels and has you dance through 


a personal thank-you from the floor manager. 
Free drinks and steaks are rice, but the real high 
rollers can get comped rooms - not too shabby. 
That level of hospitality is fleeting, though. Ht 
the jackpot on the slots and you're ikely to get 

a personal escort out of the casino. The house 
has to make some money, too, so you're only 
‘welcome up to a point. 


Player choices trat hep stoer your cha- player RPGS enciing, * Phil Kol 
{ 
би bling, and Geiger cour 

„тот А few months back we delvered an exc 
Qemueni [| sivo sic page spread on Falou: Now 
Xbox 360 + PC Vegas filed with details on the game's 

„эуе storyina a look at some of th naw characters, 
I-PayerRole-Maying anda peek at the weaponry. At ES, we had 
Publisher achancolo revisit tha sane buld another 
Bethesda Sonwane hands-on sosson. Wed see anything 

» Deeper  Sgrifcantiy now, buts always rice lo ht tho 


Obsidian Entertanmen 


ж Release 
October 19 


tables (and a few Caesar's Legion slave drivers). 
Now Vegas shares more than a surname with 
its familar real word counterpart, including а 
variety of playable casino games. I you mas- 
age your luck skil enough, you can make a 
Kling on the tables. After playing a few hands 
ot blackjack or spins at roulette, you can expect 


Outin the Mojave Wastelands, far from. 
“eilzation," we tested a few of the game's now 
weapons, The throwing spear is a handy and 
powerful new tool for impaling fools, Incendiary 
‘grenades pack a deadly punch, with a flaming 
blast that occasionally sends enemies skyward. 
Ifyou see one of those things dancing around 


your feet, run, The CA packs we played with in 
‘our frst hands-on experience aro stil a lot of 

fun, particularly if your sneak skis high enough 
Меда јеж should know that you can plant 
these devices into NPC inventores and walt for 
dust the right time to detonate them. Н your mind 
is spinning as you imagine the possibles this 
‘opens up, you're not alone, 

Fallout: New Vegas is stacking up to be а 
welcome new dose of Fallout. We're stil eager 
to dig deeper into the story and develop our own 
character (unlucky dummy, here we come}. Unt 
thon, at least we can say the superficial aspects 
of the game are coming along nicely.» Jeff Cork 


Critefion brings t 


for the old days, when the series was 
buit on a basic premise of evading the 

cops. This addictive game mode has been 
noticeably absent from the EA racer recently. 
but now Burnout developer Criterion is 
the wheel of Need for Speed. This studio. 
knows how to deliver a core experience that'll 
blow your hair back, 

The premise of Hot Pursult may be simple, 


N eed for Speed fans have been clamoring 


The game offers two separate career paths 
for the cops and the getaway driver, though 
Criterion didn't go into much detail about 
these modes. I'l be interesting to see how 
the 
chase essence fresh, and we hope that the 
two paths are different enough for both to war- 
rant their own playthrough. 

One differentiating factor between the two is 
the various weapons each sida has а ts ds- 
posal. in the demo we saw the cops could con- 


sehnd 


‘career campaigns try to keep the game's 


Need for speed: Hot Pursuit 


bt. 


,+ 0 س 


jure up roadblocks, spike strips, aerial support, 
and an EMP blast that screwed up the other 
‘driver's controls momentary. Racers, meanwi 
have ther own aids ike radar jamming equip- 
ment, a powerful nitro boost, a меу cloak, 
and the power to throw out a decoy signal to 
fool the police. These weapons are initiated by 
pressing the d-pad, become available as you 
race, and each has its own cool-down time. 

We played a short demo as a cop, and 
although ît didn't seem to have the insane sense 
of speed of Burnout Paradise (at least not with 
ош cruiser), there was some strategy to using 
the weapons, As a cop, my job was to damage 
the other guy into oblvion by any means neces: 
sary = whether thats through ramming him with 
ту own nitro boost, causing him to make a 
mistake and hit something in the environment, 
ог via aly assistance Ike a roadblock. | көй to 
throw up a roadblock or spike strip as the perp 
was about to head around an upcoming curve to 
‘surprise them on the other side. If you're being 


chased, you must use the game's open w 
and your own driving skil to pul away. 

Burnout Paradise erased tho ine between 
online and offine play, and Hot Pursuit contin- 
ues this through a persistent XP system caled 
Bounty Points. As you rank up, you unlock 
upgrades, cars, and new levels. The experience 
system also keeps track of your every move and 
lets you share your achievements with fiends. 
Hot Pursuit encourages communication among 
friends through various messaging features 
and the Autolog, which broadcasts challenges 
to everyone based on what you and they have 
accomplished. 

Criterion isn't a developer that does things in 
half measures - just check out all the great DLC 
it provided for Burnout Paradise — and what itle 
we've seen up to this point is оу just the tip 
ofthe iceberg. We'll chase down new details as 
icon as they become avaiable. » Matthew Kato 


PlayStation 3 

Xbox 360+ Wi 

1 to 4-Player Racing 

(8-Payer Online via 

PS3/Xhox 360] (i 
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Publisher. 

Electronic Ars 
Developer 

Criterion Games/ 

Eriet (Wi) 

» Release. 

November 16 
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Think we can safely assume 
the cause of death was... the 


Phoenix Wright mastermind d anting whodunit 


„тию | | | tnohuge gto games coring oot Verran wrecking ble The catch? Нее bulking up to more 
wes \/\/ciebiteaytocbatialing hoaia Oren тюс ea naor masa oo 
zo. V V DRU Owe ЖЗ TE OS RDS UEa ME Sia ses pit 
Apres kom game e Canam ros Irek Тече. абата патрона баа ната ртс Gs Tis uri 
аа, sore bo Ace Ataney sores Shu Talum а ое am anun te Wi 
cae UD NCI Novheblemgeg a _ Били имсак 
sons Reusudomesdagdsmenotequ. peroisseoywir/eredulennagoe Mey ease hi, asc тетет 
ПИШ патат ا ا ی ا‎ come pod 
PONDS IL ol Ghost Tiekdoadasadoor IS GO IO OPIS E Ath D fom pen MP ANY pore тг уа н 
> Release ral, but thats where the fun starts. Sissal ing onto a ledge, and then again ontoalower humor to the Ace Attorney series. 
linter — the deceased protagonist, possesses objects shelf after Sissel knocks it down using a drink- Ghost Trick surprised and impressed many 
палола анаа панну Тю Кый Tenues ESRI IO a naain ard ue 
Mets omnia Они DETAN MIR елен Базир O ba a IOA denota aprons sh DS 
MOAMAR W PO роле чо атанар GN aS та онного ne voy ede" hi 


в 


Burying a ridiculous plot 
twist with game 


play variety 


элего ıy fest look at Star Wars: The Force 
акро TOD) Urns ko wina Host 
ol Force tghining or a stormirooper 
"ышын geting his face Force rammed into the side of 
an АТААТ. Instead, the demo began with pro- 
Developer tagonist Starker reefing down the side ota = 
Kamino skyscraper. а good minute. The gameplay ted to this visu- must faco diferent variations of tho AST, as 
zn Release | shouid note this skyscraper must be the tal- ај sturing segment is surprisingly vared. AS welas a new boss-ike Carbonite Heavy droid 


previews 


est in the galaxy. Starkiler plummets beside it for 


Starkiler weaves let andi right to dodge energy 
blasts, he must use the abilty to destroy balco 
nies full of stormtroopers and the TIE fghters 
closing in for the kil 

This sequence is one example of the way 
LucasArts hopes to add variety to The Force 
Unleashed I. Another is through the Force. 
Stadler has grown mare powerful and leamed 
how to use a Jedi mind trick, turing enemies 
against their own ranks. He's also leamed Force 
fury, а rage-induced action that overpowers al 
his other Force moves. With Force fury acti 
vated, Force push wil knock stormtroopers into 
another galaxy 

LucasArts is addressing enemy varity as well 
In addiion to new stormtrooper types, Starkiler 


that spits molten metal tits foes. The feal strke 
‘Staller delivered to this droid harked back to 
the cinematic frishers from the frst game, only 
this time without the button prompts obscuring 
the action 

Starkiler’s double-sabor style looks more 
inviting than the repetitive single-saber play 
from the frst game, but 'm stil having a hard 
lime wrapping my brain around this game's 
story. If Jedi can be cloned, ike Starr has. 
been, why is the Empire stil using clones of 
Jango Fett? » Andrew Reiner 


To see te Betrayal CG short ft, po to gamentrercoimag 
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level design have alowed 

Volition to ramp up the 
level of detail its destruc- 
tion engine cranks out. 

The magnet gun takes tull 
advantage ofthis, This 
weapon works simply 
enough. Players shoot 
electronic magnets at 
апу two objects within 
the environment: a piece 
of geometry, one of the 
games structures, or even 
ап enemy Electromagnetic 
energy tums the first object 
into a bullet, fring towards. 
the second target at high 
speeds. We watched 
enemies Пу through walls, 
cars zip into groups of enemies, and the second 
floor of a building get shorn off under the force 
О! these powerful magnets. It seems that noth- 
ing is spared from the sheer destructibiity of the 
magnet gun. 

‘Of course, destruction is only һай the story in 
Red Faction: Armageddon. Players will be able 
to rebuild their environment with a device called 
the Nano Forge. Using the power of milions of 
tiny machines, the Nano Forge allows players to- 
restore destroyed colony defenses, This proved 


» Release 


to be a valuable tool when used in conjunction 
with the magnet gun. After tearing apart the side 
о! a building with cannon fro, we stepped into 
the structure then rebuilt its walls, which shielded 
us from incoming enemy fre. 

"We adored Guerrilla, and if the magnet gun. 
and Nano Forge are as fun to play with as 
they appear, then we can't wait to start caus- 
ing some cave-ins on Martian mines early 
next year.» Ben Reeves 


» Platform 
PlayStation 3 
Xbox 360° PC 

» Style 

1-Player Shooter 
(Multiplayer TBA) 


» Developer 
Crytek 

? Release 
Holiday 
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n such an over-represented genre, making sure your 
first person shooter stands out from the competition 

is not an easy task. That's exactly what Crytek did at 
this year's ЕЗ, with a demo that highlights Crysis 2's 
strengths: Nomad's wide range of weapons and abii- 
"ies, the engine's signature bleeding-edge graphics, and, 
what may be the ultimate FPS sandbox, New York Cy. 

The demo takes place in Grand Central Station, as the 
Marines are attempting hold back alen invaders long 
enough for the remaining citizens to evacuate the area. 
As gunfre breaks out, the sequels improvements begin 
1o emerge. The aliens youl face are moro agile than 
before, and theres a greater variety in species, which 
Crytek says wil accommodate (or complicate) difer- 
ent gameplay styles. Luckly, Grand Central Station has 
been turned into an impromptu armory, and everywhere 
Nomad tums there's а new weapon at his disposal. As 
he shoots up a few hulking bipedal alens, we see how 
impressive the destructible environments are: Nomads 
heavy arsenal drops chandefers and electronic ds 
plays trom the ceing, while luminescent blasts fom his 
enemies rip apart the iconic bulddng's marble ralings 
and pilars. 

After the smal alens are out of the way, a gigantic alen 
mech called the Pinger smashes through the mulistory 
window at the front of the bulding, The Pinger releases 
Powerful electrical attacks, knocking out the station's 
lights and reducing much of the environment's cover 
to rubble, Nomad uses a succession of high-powered 
weapons to take the enemy down, including rockets, a 
multitude of grenades, and a few blocks of C4 for good 
measure, When the mechanical beast finally colapses in 
a swit of red fames, Nomad only has a few seconds to 
make his escape. High above, a series of glowing projec- 
ties hit the adjacent bulding, causing debris to shower 
down on the stations glass celing before the towering 
skyscraper crashes down on the station. If Crysis 2 
сап deliver gameplay as satisfying as ts graphics, there 
may be a new champion in console shooters this hol- 
day season. » Jeff Marchiafava 


PlayStation 3 

box 360 

» Style 

1 10 6-Player Sports 


» Publisher 
EA Sports 

© Developer 
EA Canada 

» Release 
September 7 


HL 11 


era of physicality 


hen | frst saw NHL 11's new physics-based 

animation system in action during a brief demo, 1 

came away impressed. Every hit looked diferent, 
and the thought of taking out a whiny star Ike Sidney 
Crosby with several ferent kinds of hits along the 
boards, benches, and in open ice is a proposition too 
good to pass up. But wil the procedural animations stil 
Wow me afier playing the game a few times? 

‘On the ЕЗ show foor, I got the chance to find out, Fring 
up a game with my star-crossed Minnesota Wid fran 
hse, I took to the ice against the Stanley Cup champion 
‘Chicago Blackhawks. The Wid don't have the skil to 
match the Tes of Jonathan Toews and Patrick Kane, but 
‘once two-time NHL hit leader Cal Clutterbuck took to the 
ice I had my chance to even the score with physical play. 

NHL 11 did not disappoint. Whether I delivered the 
brunt of Clutterbuckis force into an unsuspecting skater 
‘or merely clipped him with a glancing blow, every check 
looked different, When my headhunting ways were 
noticed by a ref | gol busted, and to my surprise, press- 
ing the Y button in the area of the ref caused Cal to 
{unsuccesstuly) plead his case to the stripes. 

The new quick dekes were equally impressive at creat- 
ing space in crowded areas, and once | finaly И the lamp. 
I reveled in the moment by selecting a custom celebra- 
tion. For hockey fans ike myself, NHL 11's September. 
release date can't come soon enough. » Matt Bert 


GoldenEye 007 


The granddaddy of console shooters gets a facelift 


fond memories as GoldenEye 007 for the 
Nintendo 64, The game not only put con- 
sole shooters on the map, but united countless 
dorm rooms in heated multiplayer matches, 
Though GoldonEye's impact on the industry is 
profound, the gameplay itself has not withstood 
the test of time. Now it's time for Activision 
Хо polish up the nostalia-rich property with a 
remake of sorts 

Activision is quick to assert that GoldenEye 
007 isn't a remake of Rare’ 1997 tile, but rather 
а now game based off the fim. Despite this 
assertion, many elements of the single- and mut 
tiplayer are ripped from tho N64 game. 

Pierce Brosnan is gone. In his place isthe 
much gtr, darker Bond portrayed by Daniel 
Craig. In the demo, he and 008 (Alec Trevelyan) 
infitrate a snowy Russian dam to silence some 
‘communists. As the camera pans over the 
setting, їз clear that this is a reconstruction 
of the classic frst level from the original game. 
Everything from an army truck roling across а 
ramp to the sniper rile tucked away in a guard 
Tower screams fan service, Even the coloring of 
certain textures and enemy design hark back to 
the Nintendo 64's glory days. 


E ен video games conjure up as many 


Homage aside, the gameplay ofthe single 
player experience is drastically diferent. You are 
free to engage situations however you please. 
Bond and Trevelyan can take cover behind 
objects to hide from the Ruskies' sight. If they 
catch a sentry unaware, they can execute а 
timed button press to take out the enemies 
‘covertly, ether via slenced weapons or brute 
force. The single-player portion of the demo соп. 
cludes with the two inflating the infamous fac- 
ity level va a van in an on-als shooting segment. 

While GoldenEye single player set standards 
back in 1997, 1 was the multiplayer that had 
over cafeinated gamers clutching awkward N64 
controllers unti dawn. That trademark four player 
spit-screen returns, along with eight-player 
nine matches. Players fond of the old specially 
‘game types such as paintball and “slappers 
опу wil be pleased to learn that match presets, 
aro customizable 

Multiplayer resembles the adored N64 ttle, 
but ît plays much better. used the new Classic 
Controler during my hands-on with the stan 
dard deathmatch mode, во no motion control 
was involved. This muti buttoned, dual-analog 
sick device made the game feel immediately 
recognizable. It plays Ike many other modern 


shooters, complete with ironsights aiming and 
one-button melee attacks. Using newly honed 
FPS skiis in such a beloved environment is a 
blast. Eurocom manages to preserve every- 

thing good about the original's gameplay (radar, 
bloody death screens) while ditching the bad 
(ntrusive auto-aim, weapon pick-ups} 

Classic multiplayer characters retum to the 
fray as well Oddjob is stil terribly overpowered, 
this time sporting а one-hit kl bowlers hat 
toss in addition to his diminutive profle, Jaws 
returns with custom grenades and a lethal melee 
attack. The Man with the Golden Gun's vai, 
‘Scaramanga, makes his debut as wel, After 
all these years I's stil entertaining to see these 
iconic characters face off against one another. 

From what's been shown thus far, GoldenEye 
007 is shaping up to be a game that should not 
be dismissed. Diehard fans of the original game 
сап look forward to replaying an old favorite with- 
out the aged gameplay. Everyone else should 
brace themselves for what could to be the best 
Wi FPS so far. » Tim Turi 


Check out gamete comtng for csr aa hole 
ara mutter 


» Platform 
ма 

» Style. 

1 to 4-Player Shooter 
(@-Player Online] 

» Publisher 
Activision 

» Developer 
Eurocom 

» Release 

Holiday 
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Pirates of the Caribbean: 
Armada of the Damned 


Propaganda Games introduces moral choice to 


Gran Turismo 5 


Start your engines: GT 5 is almost here 


» Platform PlayStation З » Style 1 to 4-Player Racing (16-Player Online) » Publisher Sony 
Computer Entertainment » Developer Polyphony Digital » Release November 2 


‘lyphony Digital revealed a lot of 

new details on Gran Turismo 5 at 

this year's ЕЗ, but the most impres 
sive announcement was that the game 
finaly has а solid release date; players 
сал get behind the wheel of Sony's top- 


and Dale Eamhardt Jr., and an impressive 
3D mode, The 3D mode wil even support 
head tracking via the PlayStation Eye, 
which pans the camera around the cock- 
рї ав you move your head. Polyphony 
also showed off an upgraded photo 


» Platorm. 

tier racer on November 2. Even better, ^ mode, robust anne options, and in-game PlayStation 3 

Polyphony Digital has used the extra long content from the popular television show Xbox 360° PC 

development cycle to pack ina staggering Тор Gear, all of which have us believing =й» 

amount of content, including over a thou- that Gran Turismo 5 wil be worth the walt. player 

sand cars to unlock, NASCAR racing that « Jeff Marchia боме 
features licensed drivers Ike Jeff Gordon м» 

Disney Interactive 

‘Studios 

» Developer. 

Propaganda Games 

о Release 

Spring 2011 


Enslaved: Odyssey to the West 


Ninja Theory's new action c 


ame takes to the clouds 


Э Platiorm PlayStation 3 + Xbox 360 » Style 1-Player Action » Publisher Namco Bandai 
э Developer Ninja Theory » Release October 


jack to The Future il made hover 
boards a tangible dream for an 
entire generation of sci-fi geeks, 
and since then dozens of video game 
heroes have hopped on similar vehicles. 
Nomco's Enslaved: Odyssey to the 
West is the latest game to continue the 
tradition of riding air, and based on our 
time with the game, it has a few tricks 
that would make Marty McFly jealous. 
Nicknamed Cloud, the hover board in 
Enslaved wil prove useful whenever play- 
ers need to cross large bodies of water 
or launch off of ramps to reach otherwise 


inaccessible areas. The device moves at 
stealth fighter speeds over any environ- 
ment, but Monkey can hop on and off the 
board with the quick press of a button, 
тпелі, the rest of tne game also 
‘seems to be coming along nicely, The 
action sequences we played were fast 
‘and styish, and the platforming sections 
have a rhythmic pacing similar to recent 
Prince of Persia tiles. Namco hasn't 
‘announced an exact release date yet, but 
the publisher has promised that the tile 
should be ready for real this October. 
Ben Reeves 


90 ез hot 50 previews 


Pirates franchise 


he latest tile in the Pirates franchise does not base 
its story on scripts from any of the recent block: 
buster fims, but instead introduces RPG elements 
and moral choices that wil give players greater fexbiity 
in the outcome of their swashbuckling adventure. 

In Armada of the Damned you'l play as Stering, a 
pirate who arrived to the Caribbean at the worst pos- 
ble time as he becomes cursed and is forced to stay. 
To keep with the RPG trend of moral choice, his actions 
determine whether ho becomes а dashing Legendary 
pirate or a menacing Dreaded pirate. Legendary pirates 
aro fiendler in appearance, agio, and use wit and trick- 
‘ery to get by. Dreaded pirates have a dark demeanor, 
access to magic, and rely more on brute force in combat. 
Regardiess of your pirate type, there wil be ample oppor- 
tures to shape Stering’s appearance using varied cioth- 
ing options. To customize abiity progression, two distinct 
Sl trees wil be avaiable for sea and land-based actions. 
‘Sea-based abities wil come in handy when navigating 
Stering’s ship, Nemesis. 

Ship-to-ship combat as wel as the abiity to board 
‘enemy vessels for melee attacks feos fresh and fast. 
Light and heavy attacks are interchangeable for quick 
‘combos in melee, or you can switch to your pistol for 
more range, Curses can be passed on to enemies to 
change the tide of battles and can lead to great fish 
ing animations. When not in combat, you can interact 
with NPO in a dialogue tree similar to that of BioWare 
ties. This is also how you gain missions to keep the 
action moving. 

Armada of the Damned was а pleasant ЕЗ surprise 
‘overall considering the history of the franchise and its 
previous lack of critical success. The game already looks 
incredibly ропе and stil has plenty of development 
time before it hits Xbox 360, PlayStation 3, and PC 
next spring. » Annette Gonzalez 


Batman: The Brave and the Bold 


The Dark Knight finds some friends in this Wii beat-em-up 


tart naming the first DC Comics super- 

heroes that you can think of. Most of you. 

probably began with Batman and Robin, 
maybe Superman. From there, perhaps you 
moved on to the Flash and Green Lantern. 
Probably very few thought of Hawkman or Blue 
Beetle, and only the truly hardcore comic read- 
ers wil have acknowledged the existence of 
Booster Gold. Whatever your level of fandom, 
though, you'll be able to play as or team up with 
most if not all of these choices (as well as many 
more) in WayForward's upcoming 20 beat-em- 
up, Batman: The Brave and the Bold. 

Don't pay too much heed to the Batman name 
оп the box. Bats stars in every level of the game, 
but he's largely there as an easy point of entry 
for casual comic book or cartoon fans. The 
game could just as well have been called “DC 
Universe: The Brave and the Bold; as its sole 
purpose seems to be providing a simple, fun 
game structure into which they can pour gallons 
of fan service. 

Each set of levels covers а diferent self- 
Contained storyine that sees Batman teaming up 
with a new hero. Players can choose to take on 


Groan Lares special abies inchide 
Genting objects ои foes ий ang he 7 
Зза women hs nng 


the ole of the Dark Knight or his current partner 
in crime fighting, with two-player co-op avail- 
able it you want to fil both spots. If you have a 
DS version of tho game, you can even bring in a 
"icd player (controlled using the DS) who plays 
as Bal-Mite, a magical impish creature that fies 
around in a miniature, too-tight version of the 
Batman outfit. Yes, even Bat-Mite has made it 
into this game. 

The core gameplay of The Brave and the Bold 
is straightforward, but that's not a bad thing. 
Enemies stream onto the screen, and Batman 
and company take them out with a mix of kicks, 
punches, throws, special gadgets, and powers. 
їп addition to having a partner accompany you, 
you also choose a buddy to summon from a 
huge list of heroes at tho start of every level 
Between the option to сай this bonus sidekick in 
at any time and your own screen-clearing special 
move, you'l have numerous ways to dispose of 
however many goons get thrown your way. 

In between knocking out criminals, levels соп- 
tain ight platforming and exploration. You'll need 
to use Batman's Batgrapple to get from опе per- 
бошу placed ledge to another. Go out of your. 


way to find grapple points, and you may discover 
hidden locations with bonus collectibles. Some 
levels wil break up the pace by suddenly chang- 
ing the gameplay - one level switches to a side- 
scrolling shoot-em-up in space and another has. 
Batman and Robin attempting to escape from 
what looks like a giant ball made of rubber bands 
roling slowiy toward them, Indiana Jones-styl. 

Fans of the cartoon series this is based on wil 
appreciate the hours о! dialogue recorded for 
the game - over two feature-length fims worth. 
The cutscenes are light-hearted, but from what 
1 could hear from the loud ЕЗ show flor demo, 
they're also genuinely pretty funny. 

With last year's Arkham Asylum finally prov- 
ing that really great hardcore Batman games 
сал exist and a sequel on the horizon, The 
Brave and the Bold seems ike the perfect treat 
to tide over batfans and more casual super- 
hero lovers айке. This approachable titie isn't 
going to tax the brain of the world's greatest 
detective, but it should be enough to keep him. 
entertained,» Phil Kollar 


» Platform 
Wii - Nintendo DS 

» Style 

1 to $-Player Action 

э Publisher 

Warner Bros. Interactive 
э Devel 
Wayforward 
» Reloaso 
September 7 
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» Platform 
Playstation 3 

» Style 

1-Player Action] 
Adventure (2-Player 
Online] 

7» Publisher 

‘Sony Computer 
Entertainment 

» Developer 
‘thatgamecompany 
» Release 

201 


he creative minds behind Flow and Flower 
quietly announced their third downloadable 
дате at E3, and the new project is proving 
to be as enigmatic and intriguing as their previ- 
ous efforts. 
The inspiration for Journey arose from sev- 
‘eral sources. Creative rector Jenova Chen 
described a lunch meeting many months ago. 
he had with a real-ife NASA shuttle plot. The 
plot explained that he had never set foot on 
the moon (ne was piloting), but he had traveled 
with others who had. Without exception, he 
‘sad, these people came back changed, with a 
new spiritual and emotional perspective on Ие 
‘brought on by the sense of isolation and vast- 
ness they fet standing upon tho lunar surface. 


Chen was fascinated by this phenomenon, and 
decided to explore the concept in his upcoming 
‘game. Chen also spoke about how the nature of 
тапу modem video games was about the fan 
asy of power, and he was interested in creating 
a game that evoked the opposte sensbilly - а 
sense of powerlessness brought on by being 
‘alone and isolated. Such a game character 
‘would crave contact with others, in the same 
way people in real fe seek out connections and. 
‘meaning through relationships. In addition, Chen. 
noted a personal fascination with the compara: 
tive mythology writings of Joseph Campbel, the 
‘same author George Lucas offen ctes as an. 
inspiration for Star Wars. 

From this stow of ideas, Journey began to 


The mystery o he strange 
mountain alts on ie boron 


take shape. The game begins as the player 

wakes on a vast open desert filed with sweep- 
ing sand dunes and blowing wind, A beautiful 
lonely celo melody picks up in the soundtrack, 

The main character is an unusual gure in a long 
red cloak. He can walk with the left stick, pan the 
camera with the Sasis tit, jump, and let out a 
keening song with another button. Climbing to 
the peak of a nearby dune, the player can see а 
distant mountain that exudes а plar of ight into 
the sky. With nowhere else to go, the strange 
mountain becomes the defnitive destination for 
the game that folows. 

As the red-cloaked hero runs along the dunes, 
the ground responds lke real sand, tubing. 
‘down around his (ооа, and letting him side 
down steep surfaces. The sand has an almost 
‘magical quality; it rolls and rises Ike sea waves 
that break against the dunes, The hero can. 
catch these waves, and surf along them as I 
they were water 

Mysteries abound in the desert. Strange stone 
‘monoliths come to He and bestow runes upon. 
the hero's cloak. Pieces of cloth float fee in the 
ай, and can be gathered to alow for bursts of 
fight. But no mystery is greater than the sight of 
alone faure on a distant dune ~ another player 
lost in tha wasteland, 

Journey creates a unique multiplayer experi- 
‘ence, At any time, a single other player can 
appear in your game. The two players cannot 
‘speak or identify each other. They can ignoro. 
each other, or work together, Chen hopes the 
‘experience helps players to explore а new 
‘emotional palette revolving around how londk- 
ness forces us to reach out for companion: 
ship. The game sounds tke a fascinating social 
‘experiment, and the combination of visuals, 
audo, and unique gameplay are try entranc- 
ing. Only time wil tel ìf thatgamecompanys 
unusual poetic vision мӣ draw in a curious 
audience, » Matt Miller 


Child of Eden 


Mizuguchi's latest multi-sensory shooter will 


tickle your senses 


with kaleidoscopic visuals and synchro. 
rized techno beats introducing Child of 

Eden, a “synesthesia shooter” from Tetsuya 

Mizuguchi, the master- 

mind behind Rez, Space 

Channel 5, and Lumines. 

Entertainment's current 

project tells the story of 

Eden, the futuristic version of 

the ете! Eden has been 

plagued by viruses that you 

must purity, not destroy - a 

zer-ike approach to shooter 

‘gameplay. Your ultimate goal 

is to save Project Lumi from 


U bisoft kicked of its ЕЗ press conference. 


Homefront 


Future war comes 
home to roost 


cevermind that North Korea is a miser- 
able wasteland of subsistence agriculture 
and horrific poverty. What iit rose to 
global power and conquered the U.S. in 20277 
Homefront showed off impressive technical 
chops and a first-person storytling aesthetic 
reminiscent of Hal Life at E3 this year. 

Kaos! obsession with near-future miltary toys 
‘continues from Frontines: Fuel of War. The 
 Golath, a drone tank that could be the Christian 
Bale Batmobie's older brother, wrecks whatever 
targets you designate with more frepower than a 
platoon of today's infantry. We know that directly 
‘controlled vehicles are also in — what other cool 
gadgets might players stumble across in tomor- 
тон occupied America? 

The horrors of war and oppression are your 
‘constant companions in Homefront. We saw 
alies and enemies айке engulfed in fames, 


reach completion and reproduce a human per 
зопайу in Eden. 

Mizuguchi demoed the multi-sensory rail 
shooter onstage at Ubisoft press conference 


screaming in their death throes as ther bodies 
proved no match for the future's weaponry. 
Desolate shantytowns in formerly idc suburban 
neighborhoods house the American insurgency. 
The setting isn't quite Half-Life or Terminator, but 
isa step closer to those than Cal of Duty. 


using Microsofts Kinect, Мар hands 
controled the reticule on screen as t trav- 
еа through abstract, neon locales. Pusating 
beats folowed in tme with the shots on screen, 
and intensifed in speed and volume as he 
progressed. Ома of Eden is made up of fve 
stages called "Archives" that wil change after 
each playthrough 

Though the demonstration used Kinect. 
standard controlers can be used as wel. We're 
{ald the developer is currently looking into 
Move support. 

With seamless fusing of stunning visu- 
als and impressive sound design, you 
can bet О Entertainment wil have your. 
senses tinging when Chid of Eden releases 
next year.» Annette Gonzalez 


Kaos в a talented studio, and Homefront 
has been cooking for a few years now. 
The game's release early next year wil 
show whether Kaos can put that talent to 
good use, » Adam Biessener 


lattorm. 
PlayStation 3 
bax 360 

» Style. 
1-Player 
Roythm/Music 
Publisher 
Ubisoft 

» Developer 
Q Entertainment 


» Release 
2011 


» Platform 
PlayStation 3 
Xbox 360° PC 

» Style. 
1-Player Action 
Multiplayer TBA} 
» Publisher 
mo 

» Developer 
Kaos Studios 

» Release 

Q1 2011 
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CD Projekt емай 
э Developer 
Сорт Red 

» Release 

ШЕЛ 


The Witcher Il: 
Assassins of Kings 


A role-playing game for the 
hardcore. 


already, but seeing the combat in action at E3 
put a big lingering doubt about the game to 

rest, The original's goofy timing-based click mechanic 

is gone, replaced with a responsive system that allows 

players to string items, magic, and melee attacks 

together into creative combos. 

‘One portion of the ЕЗ demo (which you can read an 
extensive report about at gameinformercom) had pro- 
agonist Geralt protecting two distracted companions 
from waves of aggressors. The witcher flowed smoothly 
between sword strikes, magical assaults, and item use as 
he gracefully obliterated his enemies. Combining these 
moves allows players to easi react to changing situ- 
ations. Though it's hardly groundbreaking, this simple 
system is incredible compared to the cumbersome 
‘combat mechanic in the original game. 

The RPG elements that made Geral's first adventure 
great retur in the sequel. Most situations have multiple 
resolutions, depending on how you approach them. CD 
Projekt assures us that NPCs remember your actions 
through the entire game, and wil react accordingly 
should you come across them later on. The witcher sil 
kes to pass the time (ahem) in the company of a lady 
friend, but no longer obtains nudie cards commemorating 
his conquests. CD Projekt hopes this wil allow them to 
squeak by the ESRB and release an uncensored version 
in the US. this time. 

Though The Witcher ls only confirmed for a PC 
release at the moment, CD Projekt demoed the game 
оп a 360 pad at the show and ай but confirmed 
а forthcoming console release. The more people 
who get a chance to check out this Polish gem, 
the better » Adam Biossoner 


W еме spoken at length about The Witcher I 
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WWE All-Stars 


NBA Jam vets bring their over-the- 
top action to the squared circle 


» Platform 
PlayStation 3 

хок 360 Wi 

» style 

1 or 2-Player Rettig 
(Mlilayer THA) 


‘ack in 1993, NBA Jam did something few sports 
games have accomplished = win over gamers who 
‘don't even care about the actual sport. Sal Divita. 

was one of the key figures behind that title, and now he 

wants WWE All-Stars to strike the same chord. Even 

if you haven't seen one second of Vince McMahon's 

testosterone-soaked circus of athleticism and theat- 

rics, the game's ridiculous action and explosive moves. 

‘should impress gamers looking for a great arcade- 

Style experience. 

‘All-Stars’ trademark is the action figure look of the 
‘grappiers. John Cena and The Rock тау be massive in 
real ite, but they're downright cartoonish in this new title. 
"Wiesting's already-rciculous finishers ike The People's 
Elbow and the Attitude Adjustment are enhanced with 
10-oot jumps and mid-air fips. 

Gameplay takes an entirely diferent approach than 
Smackdown vs. Raw, resembling a fighting game more 
than a wrestling sim. You can pull off juggle combos, 
tossing in a couple quick hits or an additional slam after 
bouncing your opponent off the mat with a powerbomb. 

‘As its name implies, the roster is made up of superstars 
from WWE's past and present, though only John Cena 
and The Rock are confirmed thus far. Stars curently 
‘signed to TNA (Hogan, Hal, Nash, Flair, Angle) are up in 
the ai, but legends like Stone Cold Steve Austin and Bret 
Hart are likely. 

In the ‘90s, а cartoonish take on WWE (then WWF) was 
attempted in the form of WWF Wrestlemania: The Arcade 
‘Game. It featured the Undertaker breaking tombstones 
‘over people's heads, Doink the Clown electroculing foes, 
and fish fying out of Yokozuna's pants. However, Davita, 
doesn't want to reach that level of ridiculousness this 
time around. Exaggerated moves and the cartoonish art 
style are the highlights, nat props and fish pants. 

WWE All-Stars doesn't have a release date yet, but fans 
ог fighting games or arcade titles in the vein of NBA Jam 
‘should certainly keep an eye on it. » Dan Ryckert 
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ith many of its racing fundamentals in 
of speed а 


natal, t 
upon the promise of the frst 
aving sor dering when 
ias heading and what it had left to 
Thankfully, this ne 


Бретон 
in far 


i play the 
тап career m ve of three 
о! decay based on 
уте at when t 


e have no problem admitting 
game's core principles of boosting, cool 
‘and varying v 

here are four new types o 
and minis. Depending on hov 

you'l be ab 
ment, which sh 
cing the right 
io. That 


that unlike past MotorStorm tiles, Apocalyps 
ws players to enjoy the levels no matter 
те riding. 
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э Platform 
таубай 


э» Developer 
Evolution S 


7» Release 
Spring 2011 
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[ oh, wow! Yay! 
Im in Class\G 
three of us are 


Dead Rising 2 


Fighting off the crowds 


т Platform PlayStation 3 + Xbox 360 Style 1 or 2-Player Action 
(U-Player Online) » Publisher Capcom » Developer Blue Castle 
Games » Release September 28 


eve played Dead Rising 2 or Leon Bel, a cocky Teror is Realty contes » Mato | Jalri Chronicis was a pleasant surprise — a visu 
several hours over the course of tant witha penchant for rpping zombies 0 Vu 
several demos, builds, and muti- (and survivors) in hal wih he sicocych. xa: Eee epe dete о 

player events. However, this ЕЗ marked After a tense exchange, Bel taunts Chuck IN ee козе e ds UE MN 

the frst tima we've had he chance to into a motorcycle chase through the г = e sary rime meant E 

check it out the fl intro, from tile screen zombie-fled рага, As the undead splatter keeps ian оао аар 

to gameplay. around us, we couldn't help but notice the йан» STOTE ocd 

Ав Chuck fights to clear his name from framerate sputter tying to keep up with eran sibi ray gy a 

a zombie-cutbreak frame job, he nurs into all the action. ا‎ Кып он اا ل‎ 

a few survivors in the averun Fortune City. Technical hiccups aside, the demo left зек. وور‎ EE 

Directing those survivors to the sale house a soid impression. Let's just hope those Г ма a 

is similar lo the frst game, though her issues are addressed before the game's E lic 

Ted er oneri сопрана sap. абава Е battlefield. Not опу are sigrificantiy fewer enemies on 

to be improved. Chuck also encounters = 


the бөй at any one time, but players can only deploy 
units enough room for a tank and a smal variety 
о! classes. Maps are now often spit into two or three 
smal, self-contained areas instead of one largo zone, 
Mission objectives seem more 
focused on capturing bases, 
"which open up the ablly to 
transfer troops between the 
different areas. 

That may sound potentially 
disappointing, but the game also. 
has some interesting changes to 
make up for t. Your solders now 
have skil trees that alow them 
to develop into multiple diferent 
‘specazations rom their base 
classes. For example, the sniper 
is now a specialization of the 
base scout class. These spe- 
ialzations eventual alow for a 
‘grand total of over 30 classes, 
Which should leave plenty of 
room for developing interesting 
strategies. There's also a new 
‘armored soldier base class 
thrown into the mix that mostly 
sticks to melee attach 

Ifyou own a PSP and missed 
Valkyria Chronicles two years 


W spin that rec 


DJ Hero 2 


More multiplayer the mix 


» Platorm PlayStation 3+ Xbox 360 + Wii » Style 1 to 3-Player Rhythm (Online THA) 
» Publisher Activision » Developer FreeStyle Games » Release Fall 


he DJ Hero franchise retums later but it beats the pants off having no struc- ago, this sequels shaping up 
this year with over 70 mixes featur- ture to the vocals at all Ike the frst game. tobe the perfect opportunity to 
ing music from artists Же Dr. Dre, Activision has wised up on pricing as wel, ‘see what the hype was about. 

the Chemical Brothers, Kanye West, launching the tumtable and game bundle Watch for our full review in time 

Metalic, Lady Gaga, and Rihanna, This at $99 (according to online retailers, forthe game's late summer 

time, however, you can finaly play with which makes it $20 less than the original launch.» Phil Kollar 

two tumtables and a microphone, with A "party bundle” including two turntables, 


distinct tracks for both Dus to play. In our атс, and the game will also be avatablo 
time with the game, it seemed strange to for $149, Bryan Vore 
sing parts from two songs back and forth, 


96 previews 


n the olden days (ike, say, 2009), US, solders and 
Ghost Recon players preferred o do their shooting 
from afar. Why get up close when you can take a 
tango down from 400 yards and keep his comrades 

in the dark as to your position? In Ghost Recon Future 
Solder, things get much more up close and personal. 

‘Armed with ass-kicking near-future technology ike ехо. 
skeleton suits and optical camouflage, the Ghosts in the 
latest Tom Clancy sequel aren't afraid to move in for the 
Kil. Ubisoft showed off tha frst Ive gameplay at E3, and 
the action was anything but impersonal 

The Ghosts are tasked with securing a northern 
European beachfront for an upcoming convoy. They 
‘move right into the hot zone undetected thanks to ther 
Predalor-ike camo, One of the soldiers sneaks right 
behind an unsuspecting enemy and plunges a knife into 
his neck before he has a chance to scream. With the frst 
target dealt with, he turns on the crosscom interface to 
‘scan the area for other hosties. The augmented reality 
‘eyepiece immediately fils the HUD with targets in the 
area, one of which tums out to be a wanted war criminal. 

With a high value target in the area, the mission 
dynamic switches to a snatch and grab. Moving through 
the area кө 21st century ninja assassin, the Ghosts 
methocicaly eliminate threat after threat unti they reach 
the mar. Three solders are standing in clase proximity 
to him, which makes things more dificult. As the primary 
Ghost moves close in preparation for grabbing the target, 
we seo three infrared lasers target the other three ene: 
mies. The Ghosts itte a countdown, and seconds later 
three baddies simultaneously bte the dust as the Ghost 
leader moves to secure the target. 

This ambitious new gameplay dynamic feels markedly 
different from the previous Ghost Recon tiles, Whether or 
not this new direction wil appeal to longtime fans remains 
tobe seen, but it certainly looks badass, » Ман Bertz 


Platform 
PlayStation 3 
Noor 360+ PC 

» Style 

1 to4-Player 
Shooter (16-Player 
Online) 

» Publisher 
КУЛ 

» Developer 
Ubisoft Pans 


Release 
Spring 2011 


Ramor 


and Stephen join the 


fray 


» Platform PlayStation 3 » Style 1 to 4-Player Action » Publisher Ubisoft 
э Developer Ubisoft Montroal/Ubisoft Chengdu » Release August 10 


colt Pigrim’s appearance at E3 
showed off the frst world, Snowy 
Toronto, and two new playable 
Characters. Ramona Flowers specializes 
in open palm sirkes and purse swinging, 
hile Stephen Stil prefers big slugs and 
‘elbow drops. Most of the level takes place 
‘along Toronto's snowy streets, where you 
fight an assortment of hipsters, emos, and 


XCOM 


An early 


Doberman Pinschers. We also took our 


first stops through Ramona's subspace 
travel, decorated with rainbows, inten 
tionally glitchy graphics, and tying piggy 
banks. The stage ends, of course, with 

а battle against Ramona's frst Evi Ex, 
Matthew Patel, who summons plenty of 
Demon Hipster би and surrenders $2.10 
Canadian upon defeat. » Bryan Vore 


э Platform Xbox 360 + PC » Style 1-Player Shooter Multiplayer TBD) » Publisher 2К Games 


Developer 2K Marin» Release 2011 


— 
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‘ure dna ot ove De 
US andi sup tothe XCOM organ 
agent Wear Сала ma wo the ccs 
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fk duo eade an upper made 
cis ona кр atack by vt sppr 
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Weapons spawned from feld research 
include the blobatov (a Molotov сосківі 
Ike weapon) and a Bghtning gun that can 
stun groups of enemies. The agents use 
these weapons in the explosive battle 
against the sludge, forcing their way 
through the home and rescuing an endan- 
gered housewife in the process, The fight 
for survival moves outside as a morphing 
айап obelisk reduces the numbar of agents. 
toone. 

Though an early buid, 2K Marinis latest 
presentation showing off their character 
models, level aesthetics, and unique 
weapon design has made XCOM one 
to watch. » Annette Gonzalez 
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Asa part of the HAWX. 2 squadron, а 
division so secret the government doesn't 


know it exists even though it paid for the 
planes, players pilot tomorrow's aeronautic 
breakthroughs. The F-35's vectored thrust 
capability is yours to control, and you'll 
also be the first to lay eyes on the top- 
Secret Enhanced Reality System. When 
‘experimental technology faiis, you can. 
— 8 Diet d O ‘always rely on the good of machine gun, 
which now has the abilty to shatter enemy 
" 2 E ‘canopies. Ubisoft hopes to have HA WX. 2 
" in the air this fall 


photophile 


52.380 # 
evil's 
Tris year at ЕЗ, Tomonobu Itagaki announced 
his frst йе since spitting wih Tecmo and 
creating his own game company, Vaala. 
Game Studios. А of the legendary designer's 
trademarks are intact inthis THO-publahed 
actin game: oddly dressed protagonists with 
bad atitudes, cule gins wih samurai swords, 
and ох of masked enemies missing imbs. 
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а 


98 photophile 


power to the players’ 


THINGSYOU'LLDEEPLYREGRET 


MISSINGOUTON 


FORTHERESTOFYOURLIFE 


IF YOU DON'T PRE-ORDER THE HITS OF ES AT GAMESTOP. 


2 


LI! N 
PRE-ORDER DEAD 


SOME SERIOUS COIN. 


THE HITS OF E3 
gamestop.com/e3 


A 
Super 
Scribblenauts 

Asil Sth Cel hasn't akeady 
exhausted the strained vocabularies 
of gamers, the developer is now 
онто adjectives into the mi. 

In addition to being able to modiy 
objets with more deserve 
entries, Super Scribblenauts offers 
an alternative control schema that 
Jets you move the game's rooster- 
hatte wordsmit with the corro m— nmm 
pad, solving the previous illos UD Ar не N ai aa 
biggest drawback Professor Layton and the 


Unwound Future 

In Unwound Future, Layton and his assistant use 
а timo machine to embark on a rip 10 years into 
the future. Hopping between London and Future 
London presents some tricky situations forthe 
perceptive pair, setting up puzzles both mind 
bending and time bending. While Japanese DS 
owners have had the puzzie-soving professors 
third game since 2008, US. gamers won't get 
their зушзөз оп it until September 20. 


тз S аннин, 
De Blob: The Underground 
Comrade Back is back, and so is his wicked war on 
‘color. De Blob: The Underground untold in a new 
metropolis - Prisma City - where Black assumes 
control under the guise of Papa Blanc. Brainwashing 
the ойу tenants through a forced baptism of sorts, 
the easy contoled сеп have made и their primo. 
directive to stop Blob and halt the color revolution, The 
‘gameplay is simiar to the last game, but anytime Do. 
Blob enters an interior or underground space the game 
Switches to a 20, side-scroling perspective. The game 
эво features a Mario Gaiaxy-inspired co-op mode. 
Look for it next spring. 


NOD 
= 
SEL 


dece 


ГУС СС СС 


C eres — Golden Sun: Dark Dawn 

San Fences Dark Dan resumes the Golden Sun ranchise by 

San Francisc mixing cass un-based ВРО combat wih Zaca- 
Ву bringing original protagonist John Tanner back to the hils of San Francisco late this year, Ubisoft hopes to rediscover the ike environmental puzzles that usa he handheid's 
fun tnat made te frst game such a ht The most alunng and strange) aspect of ths entry в the пен sing mechan, sius, Most of ho puzzles we tied simply noted 
Which allows Tarner to warp 10 any car in he cy at any Ume. Slory elas вот\ exactly Gear buses Tamers nacoma bing torches or moving objects onio switches, 
he can somehow possess anyone and dive whatever sweet, uy Icensed vehicle ha waris, but he bates ойый just as engaging as ever 


thanks to the return of seres! magical Dînn. Get 
your hands on it late this year. 
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ASSASSINS 
CARED 


A WHOLE NEW PERSONALITY. 


UNLOCK THE TWISTED AND DEADLY 

HARLEQUIN MULTIPLAYER CHARACTER ONLY 

WHEN YOU PRE-ORDER ASSASSIN'S CREED 
BROTHERHOOD AT GAMESTOP. 


эж 


[ 
AN EXPENSIVE DESIGNER SUIT. , 


GET A UNIQUE HIGH-ALTITUDE FLIGHT SUIT 

FOR YOUR XBOX LIVE" OR PLAYSTATION 
HOME AVATAR WHEN YOU PRE-ORDER 
CALL OF DUTY: BLACK OPS. 


THE HITS OF E3 


gamestop.com/e3 


PSP LIA 


Patapon 3 


PSP owners finally got some good news at this year's E3 with the 
announcement of a third tite in the handheld’ critically acclaimed Patapon 
‘series coming this fall. This trme around players wil lead ther rhythmic army 
into battle via a Super Hero Patapon, which can be leveled up during play 
by collecting items. The game also features eight-player online modes and 
spots new designs from graphic artist Roto, 


WL OLS 
Sonic Colo! 

Sonic Colors combines the fast-paced 3D segments of Sonic Adventure with the simpl brilance of 
Sonic Unieasheds 25D platforming. This promising mixture, combined with colo wisps that enable 
Sonic to dil through the ground and morph ito a laser. result ın the most promising console tile 
staring he Blue Blur in a long tne. Look for it during the holidays 


A 


EREA 
ar Hi riors of Rock 

As opposed to last year's overload of Activision band games, the publisher 
is puting alis eggs in опе basket with Wamors of Rock this fal, This ime 
around, things get чеха with а quest moda that transforms GH characters 
ike Johnny Napalm ito a teleporting Nightcrawler with Vichenne clas. 
Мон you can eam up to 40 stars per song instead of he standard five or six 
бог some reason), and KISS frontman Gene Simmons narrates. 
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LEGO Star \ 


The Clone Wi 


We weren't sure the world needed another 
LEGO Star Wars game, but after seeing The 
Clone Wars in action, we're ready to give 
George Lucas's space opera another go in 
2011. Along with considerably upgraded visuals 
and a new combo system that helps spice up. 
lightsaber duels, The Clone Wars finaly ditches 
the rais during space combat, allowing you to 
pilot your ship the way you see ft. If you're sil 
по! convinced, look on the bright side: It can't 
possibly be as bad as the new movies, right? 
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\NEW VEGAS 


те 


Fallen. 
№. 


ON 
A SLIGHTLY BETTER CHANCE OF f 2 
SURVIVING THE APOCALYPSE. 


START THE GAME WITH THE CLASSIC PACK, 
FEATURING THE FAMOUS VAULT 13 SUIT, 
PLUS THE VAULT 13 CANTEEN, WEATHERED 
10MM PISTOL, AND 5 STIMPACKS WHEN 
YOU PRE-ORDER FALLOUT? NEW VEGAS: 


AGROOVY NEW LID. 


GET GUARANTEED ACCESS 
TO THE COOL SPARTAN RECON 
HELMET IF YOU PRE-ORDER 
HALO: REACH AT GAMESTOP, 


THE HITS OF E3 


gamestop.com/ea 
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SCORING 


gemenformer 
АСАМ MONTH 


109 NCAA Football 11 
111 Limbo 


This month we played two entirely diferent but equally great 
games, and we ultimately decided that both deserved Game 
of the Month honors. Limbo is a stunning new downloadable 
XBLA title tat mixes platforming and puzzle-solving in a night- 
marish ола of black and white. You can read the full review 
оп page 110. Back on page 109, you can read about NCAA, a 
reinvigorated franchise that has а spring in its step thanks to its 
new locomotion engine and improved presentation, 
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power to the players’ 


UNLOCK A SPECIAL UNDERCOVER MISSION 
WITH A SUPERCHARGED COP CRUI: 
AND AN ARMORED SWAT UNIFC 
ONLY WHEN YOU PRE-ORDER 

TRUE CRIME* AT GAMESTOP. 


Dj 
STYLISH MOVES, HERG 


EVEN IF YOU CAN’T DANCE. 
TAKE YOUR TUNES ANYWHERE WITH A TURNTABLE 
CONTROLLER BAG BY PUMA’ WORTH 45 BUCKS 
ONLY IF YOU PRE-ORDER DJ HERO" 2 AT GAMESTOP. 


THE BEST GAMES AT E3 GET EVEN BETTER AT GAMESTOP. 


spike WATCH GAMETRAILERS TV V OFF KEIGHLEY EVERY WEEK ON SPIKE FOR MORE ABOUT 
THESE AND OTHER GAMESTOP PRE-ORDER OFF 


gamestop.com/e3 


PS3 360 
‘Transform and той across 
Cybertron in the greatest 

‘Transformers game over made 

‘The characters look 

great, especially when 

"hey ranslorm, but the 
environments could use more 
texture and variety 

"Ys hard to complain about 
eter Cullen as Optimus 
Prime, and tho music keeps 

a frantic pace to match the 
Great controls, tight shooting. 
and excellent use of 
transforming combine into an 
а polished package 

A good game tor action fans — 
o for anyone who 

"s into Transformers 
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"High Moon Studios” most notable aco 
ween driving and fying to rus 


х brings a diferent skill t 
"roit 


Transformers: War for Cybertron 


EUER 


igh Moon's love letter to Transformers 
| fans starts out big and ends even bigger, 

| delivering a game that fans have waited for. 
since tho 1980s. War for Cybertron succeeds 
bby recognizing two things: what makes a good 
‘game, and what makes Transformers cool. By 
naling both points, High Moon has struck a 
\wellspring that could easly fuel an entire series. 
"t bucks the trend of Icensed titles and emerges 
as one ofthe few outstanding examples of how 
to honor a property's history and move it into 
the future at the same time, 

War for Cybertron’ tale acts as a prequel to. 
the many mythologies the franchise has buit 
‘over the years through comics, cartoons, toys, 
and moves. Megatron lusts for power, and 
hei not afraid to pull the planet down around 
him to get it. A new Autobot leader, Optimus 
Prime, must rise to the chalenge and face 


his years Batman: Arkham Asylum. 
promenading in a bat sult may seem like a 
croate exp 


ico, understanding ot what the licenses 
es that an 
both games aro bom 
playing alone or with others in the co-op and 
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asy to pick up. The сапера 


quate 
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А you expect advanced robots to wield a 
rely repeated. 


е one gripe Th 
ома at hand. 


tyle 1-Player Action (I0-Player Online Push 


Activision n. 


insurmountable odds to thwart the vilain. Amid 
that framework, High Moon has inserted more 
fan service than ме ever encountered in a 
game. Favorite characters make cameos, Ike 
‘Soundwave’s tape colection, Classic character 
relationships are highighted, ke Megatron and 
Starscreamis angry banter. Central elements of 
the mythology, Ike the origin of the Matrix and 
the role of Omega Supreme, emerge as integral 
plot ponts. In every case, these features are 
handed with the joy that only real fans of the 
franchise could accomplish. 

fal those names sound tke nonsense to you, 
you'll be happy to know that War for Cybertron 
is also an excelent action/shooter, with wel 
designed levels, strong gunplay, and a barrage 
о combat that never lets up or gets boring, The 
campaign i structured to deliver varity through 
different playable characters, frst through a 
Decepticon campaign about ther rise to power, 
and then through an Autobot story of persever- 
‘ance and retaliation. Every level has three unique 
Characters to choose between, and the best way 
to experience the story is through the excellently 
implemented online three-player co-op. 

Along the way, the game offers many entertain- 
ing weapons to use. Most of them feet tinct, 
even if they fal into familar shooter archetypes, 
The abilty to transform brings a degree of mobi- 
ly to the battlefield not found in most shooters, 
which is especially noticeable during the fight 
levels. The game is lengthy and often challeng: 
ing, Including several spectacular boss fights that 
take advantage of tho special abilties and size 
diferential that make each character stand apart 
That's not to say tts perfect. As the campaign 
progressed, found myself wishing for smarter 
‘Alto govern both my alies and enemies. | also 
‘question the lack of a cover mechanic in а game 


рег High Moon Studios Release June 22 ESRB T. 


that в clearly modeled after other third-person 
shooters in which cover is a fundamental feature, 
Even with these complaints, the battles are fren 
гю and fun, with a breakneck pace that thrills 
‘even after hours of pay 

The multiplayer elements of War for Cybertron 
shine with the same bright metalic sheen as the 
single-player campaign. A character creation and 
leveling system allows players to customize their 
‘own unique Transformer to take into the fray. The 
‘multiplayer modes rarely diverge from tradition, 
but the increased speed with which the map can 
be navigated in vehicle form changes the nature 
‘ofthe contests. Cribbing from a couple of recent 
high«profie shooters, War for Cybertron also 
includes a fantastic fve-player cooperativo mode 
called Escalation that різ you against increas 
ingly more hostie waves of enemies, I's just sad. 
that there are oniy two maps for the mode. 

No matter what mode you're playing, the game 
locks and sounds excelent. In particular, ће 
animation team deserves a nod forthe remark 
‘able work they've done on bringing these robotic 
characters to Ие. Constantly siting gears and. 
plates on characters and environments aike 
communicate the energy and power that pulses 
through the game word. What could have been 
ıa boring metalic playground takes on a He ofits 
own. The vocal track i aso a treat. Wilh lots of 
character dialogue and excellent voice acting, 
the script has all the overwrought melodrama 
You'd expect from giant taking robots. 

War for Cybertron isn't a perfect game, but 
it fulfils my youthfu fantasies in a way that has 
те believing the developers had a window into 
my boyhood imagination f Transformers domi- 
nated your early years, you owe it to yourself to 
‘see them brought to He in the way you always. 
dreamed. 


Toy Story 3 


Out of the box app 


'oach pays off in Avalanch: 


Style Lor 2-Player Action Publisher Disney Interactive Studios Developer Avalanche Software Release June 15 ESRB E10+ 


's inspired lic 


ensed game 


f licensed tiles are in one of gaming's lower 
circles of hell, at least the condemned can 
peer down and laugh at the majority of games 
designed for chidren. Kids’ games are often 
poorly designed, shoddiy built, and rushed 

to market before they're ready. They're also 
cheap to develop and dependable sellers, 

so publishers don't have much incentive to 
reevaluate the status quo. Why mess with a 
successful formula? 

Fortunately, Disney Interactive and Avalanche 
Software have strayed away from the genre's 
quick and dirty incinations with Toy Story 3 
after realizing that such an approach serves no 
‘one particularly wel. t's bad for the audience, 
and can only diminish a license as cherished as 
Pixar's Toy Stony. 

The buk of Toy Story 3 is divided into two 
modes. The frst is standard fare for licensed 
games, taking key scenes from the movie 
and transforming them into levels. A Toy Story 
2cinspired section starts with Buzz Lightyear 
showing off his ral-shooting prowess and piat- 
form-hopping capabilities before letting him flex 
his brain with some rudimentary puzzles, One 
Of the later sections in the game requires quick 
switching between Buzz, Woody, and Jessie as 
they tap ther unique abiiies to advance through 
а garbage dump and rescue their fiends from a 
trash compactor’ gnashing metal teeth. 

Exploring the levels апа playing through the 
story is enjoyable enough, but the game realy 


The Wii Difference: 6 
Unfortunately for Wil owners, Toy tory 3 


doesn't shine as brightly on Nintendo's stem. 
expected visual downgrade isn't a big 
deal, but the neutered toy box is a deal break- 


ıer. Only one person can play in this mode, and. 
nearly all ot the deeper town customization has. 
been stripped away. What's left is a linear slog 
through a series of similar missions. 1 you have 
а choice, stay far away from the Wii version. 


takes off with a second player on board, Reiner 
and | played through the game cooperatively, 
though at times we stretched the definition of the 
term. The game is designed so that skiled play- 
fers can сату ther partners through the experi- 
ence, similar to how Traveler's Tales approaches 
co-op in its LEGO games, Players can also 
eral сату their partners, opening the door to 
some hilarious moments of sabotage. I's not 
unike New Super Mario Bros. Wi, where players 
can knock ther friends into hazards or pick up 
ther buddies and chuck them directly into pits. 
Playing through the movies story is fun, but 
its not nearly the most interesting thing in Toy 
‘Story 3. The second mode, the toy box, lets you 
hop into a Woody's Roundup themed zone and 
mess around in an open world, At frst, theres. 
not a whole lot to do but smash barrels and pick 
up item-filed capsules. Aer getting a few mis- 
sions from Hamm, Sinky, Stinky Pete, and a few 
others, the world opens up. You can buy new 
bbuidings and playsets from Als Toy Barn, some 
of which alow access to new areas and unique 
missions. After pouring a few hours into the 


town, I had developed a busting itle community 
filed with customizable people, buldings, and 
plenty of tasks on my to-do ist, One moment 

| was capturing escaped bandits and tossing 
them back into the jal. The next, I was tossing 
plastic paratroopers into the air and guiding them 
onto their targets. 

As with the story missions, the entirety of toy 
Бох can be experienced with a friend n tow. 
Better stil, players can act independently Every 
‘once ina while Г glance over at Reiner’ halt of 
the screen and see him painting a building for 
а mission or tossing renegade cows in a pen, 
Activities Ike races require the two players to join 
up, but you can play through the majority of the 
mode doing your own thing should you desire. 

Toy Story 3 ultimately succeeds in the same. 
way that Pixar's fims do ~ its attractive to young. 
people who get a great surface experience and 
for older audences who appreciate extra layers 
о! depth. It also poses a challenge to those 
who are satisfed with churning out half-baked 
Ficensed games: You can do better, and the 
results of that effort are worth it.» Jett Cork 


PS3 * 360 * Wii 


» Concept 
Tel the story ofthe Pixar 

fi while letting players 
explore the Тоу Story universe 
in a separate, ambitious 
sandbox mode 

э Graphics 

Buzz, Woody, and company 
ook great and are 

faithfully animated 

» Sound 

‘The score is peppy and fun, 
but if you aren't already 

tied of "You've Got a Friend 
in Me you'll want to shove 
‘inkertoys in your ears before 
the end credits 

» Playsbitity 

The platforming segments. 
‘control nicely, and the 

toy box interface is simple 
and effective 

» Entertainment 

won't conver the hardest of 
"he hardcore, but players who 
are looking for a solid family 
‘game should look no further 
» Replay Value 

Moderate 


Second Opinion 8 
ту Story 3 made me fe 
шетм 

again, using пу imagina- 


"ion and ceat to bring 
an assortment af toys to Ше 
imlar in concept to many 


ol Petar Molyneux games 
the player assumes the role 
ofa god ruling over a world 
made of plastic, 1 dressed all 
ol my townsfolk in lower 
print dresses, painted all of 
"bo buildings to look like 
clown fish, and removed the 
sun just because could, The 
challenges in this sandbox 
experience are engaging and 
varied. Опо second you'll 
be asked to save a herd of 
Cows: the next you'l find 

yourself parachuting army 
men. Useful rewards (such 
as now buildings, О 


ave thrown out liberally. and 
ive players plenty of reason 


to explore every inch of 

world. Designing your own 

toy kingdom i a blast espe- 
ally with the help of a co 


d Toy Story 3 delivers 
the same fun-for-everyor 
charm of the LEGO Star Wars 
games, yet об a rich ex 


perience you can't find any- 
where else. Andrew Reiner 
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PS3 360 
A heavily inflencod FPS that 
‘aps familiar components 

to create a unique and 
‘compelling adventure. 
Grenade explosions are 
noticeably absent, but the 
remainder of tms word 1s 
‘gorgeously detailed and 
loaded with visual variety 
‘The silent protagonist 
role is pulled of thanks to 
sold performances by the 
‘supporting cast 


Time manipulation is a 
easy to wield as a pistol and 
‘combat is erecuted without 
епо, but more variety in the 
environmental puzzles would 
have been nice 
‘This FPS values its story and 
‘world just as much as ts 
unplay The seven to eigh 
"hours of play it otfers ty by 


Moderate 


108 reviews 


mI 
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Style 1-Playor Acton (12-Playet Online] Pa 


7 ingularity is а thing, provocative, yet 

oddly familiar joumey through the fabric 
Û of time, In this alternate take on historical 
‘events, Joseph Stalin's roe in the Cold War is 
heightened when Russian scientists discover a 
new element on the island of Katorga-12. This 
element holds untold power, and even though 
i's unstable, Stain accelerates the exper 
‘ments, Death, contamination, and unexplain- 
‘able phenomena are ай Russia has to show for 
ts efforts. Katorga-12 is quarantined and for- 
gotten, History stays the course unti you arive 
on the island in 2010, 

Katorga-12 is a place of scientifc wonder and 
‘supernatural horror. Rather than letting players 
free fall down this rabbit hole, Raven Software 
sends them down in a bathysphere. Katorga-12. 
is bathed in Russian colors and propaganda, but 
the architectural design fees ike it was stripped 
from the notebook of BioShock’s Andrew Ryan. 
This Russian base has an amusement park feel 


to t, and just tke Ryan's Rapture, йв history is 
detailed in auco recordings, video reels, scientist 


noles, and hastiy writen wal messages. The 
эдга voice even bears a physical resemblance 
1o Andrew Ryan, who (surprise, suprise) res to 

blow your mind in a similar way to Ryan's "would 
you Kindly” reveal. 

Raven doesn't hide the fact that Singularity 
is heaviy influenced by BioShock. Rather, ће 
developer uses this familar design to pant a 
rique picture. Sure, found myself thinking 
about Ayn Rand objectivism at certain points, 
but ths story's most intriguing moments are 
108 to the greed of an empre and the confit 
ing voces within t. Raven does a phenomenal 
job delivering the fion. The experiments, and 
people conducting them, are fascinating and 
beievabie. This tale runs out of magic roughy 
hafway through the game, but it picks up in the 
later stages ала concludes with twee salis 
ing alternate endings, The good ending, I сап 
be called that, made me do something | never 
thought I wouid in a game - a powerid moment, 
to say the least. 

‘Singularity’ gameplay starts strong and 
ramos up as пе adventure ages. Thanks to a 
{ime manipulation device, your protagonist can 
degenerate or reve the age of an object. This 
device can revert war-lorn staircases and rusted 
аванса boxes to as-good-as-new states, A 
han of great puzzles are attached to enon 
‘mental repa, but these opportunities are surpris- 
ingly rare. When they pop up, Raven recycies the 
вате techniques used in previous puzzles. 

Most of tno бте powers are reserved for 
combat. Singularity makes you feel Ike a badass 
with ts excolenty crafted gunplay. Towing 
{ie manipulation into the arsenal makes you 
feei Ike an unstoppable god, Ponting a fnger 
ata Russian solder can lead to his body aging 
a thousand years in a second. Ноћу agle 


enemies that bounce off of the walls and doak 
(on the ground can be frozen in a temporal 
distortion bubble. As they sit there in a heip- 
less state, you can fl their bodies with as many 
'bulets as you want. Sowing time tums sniping 
into one of the most relaxing actions I've come 
across in a game, I rarely ded in Singularity, but 
that doesn't mean it lacks challenge or excite- 
‘ment, Most combat scenarios unfold with a 
high-octane, "use everything you have in your 
arsenal" urgency. New enemy types, powers, 
‘and weapons are doled out all the way up to the 
final confit. 

1 jokingly told my co-workers that Singularity 
is more BioShock 2 than BioShock 2. While 
meant as a subtle jab at Singularity "borrowed" 
designs, this statement relates to finding a 
gaming experience that transports players to a 
new word filed with discovery and the unex- 
pected. Singuiarity's greatest shared quality with 
BioShock is Raven's realization that gamers want 
пен experiences, not another taste of the сате 
trending favor 

This can even be said of Singulrt/'s multi- 
player component. Rather than making sure it 
has every mode from every other FPS, this expe- 
rience focuses on something diferent: creatures. 
versus solders. Several beasts from the singe 
player game, including the basketball-sized 
phase tick, are playable, and prove to be exhia 
Tating weapons їп ther own right. The multiplayer 
‘experience is a good time — and quite diferent 
than single-player (most time powers have been 
‘excised - but it doesn't have any depth or a pro- 
gression for players to folow. At the most, ts a 
fun distraction. The single-player game, however, 
should not be missed. » Andrew Rein 


NCAA Football 11 


EA bullds a powerful dynas 


PS3 • 360 
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T hey say success on the footbal feid daylight without having to sacrifce control, jack and breaking for the end zone. Saturday iê no  » Replay Value 


stars wih the ruming game. With al the the right analog, or have an obvious runing lane. longer ust a dversion before the pros take the Moderately High 
crazy mult-receiver and option forma Offensive Ine blocking receives а boost hanks feld on Sunday Ну а time to build dynasties, 

tons п colege footbal these days, this isn't to reworked double teams and edge biockingon crush the competion, and bask in the ow 
neceasarly as tue, but It's a philosophy that sweeps - which you can now see dagrammed of millons. Matthew Kato 
NGAA Footbal 11 uses to great effect. The new before the snap. That being said, snot perfect, 
locomotion running engine ives the game a апд youl stil see some boneheaded block- 
power foundation, ата iaa the калона ara nias that assignments, The most glaring ey On. 
forward by offering a fuid experience every ime mistake happens when backs try to step Up 
you touch the bal. t's one of the Key сотро- and block on pass plays. This is hard to do 
nents that take this series to the next ема. when they ust stand in your quarterbacks lap. 

helocomotnengnesfudityandreakem These itie annoyances (nd some fom year's 
transfer to the animations you see out of the bal past - Ike magnet catches and canned inter- 
carrer and the defenders tacking himas wel. cepton animations) keep the game fom being 
Instead of seeing a player pop in and out ofspe- perfect, but they aren't enough to spol my enoy- 
Ойс right analog moves Ike in NCAA 10, such ment of the game as a whole. 
as a running back jumping hard left or right ona АСАБ dynasty recruiting is another area of 
juke, movements п NGAA 11 are more precise. the game that makes a big leap forward while 
A player wil gather his body, piant his feet, shift сй retaining some o ts old йан. Being abie to Gea and rn 
his weight, and then start accelerating again. до ital on your browser is a huge plus, and the 275 онт stories using in-game 
KS not al just a pretty ooking sequence, ther. improved feedback recruits offer lets you know Mid 05 
You can combo moves better than in NCAA 10, — exactly where your program and pitches stand in 
and you don't even have to use the fight analog relation to the competition. That said, there's no 
special moves to reap the benefts of the new getting away tom the fact that recnuiing Яа | Second Opinion 8.18 
engin. Using just he loft analog sick fels ге grind, and i you want to get blue chippers you | Whi cogo football struggles with a terrible BCS system, no playoffs, and crum- 
айк, ALAA iue Tate E oe бте In oc io. "lg соголо йа virtual gridiron counterpart is ust atarting to it 
andadustmentsofolowmyblockersandínd the recuting mcrotansactons). Despite these | Wok TE i Tc enn pe ы DG ary n 

гъ * = c= improvements, its confusing when you. tips, making running backs feel like real threats every time they touch the ball 
e are awarded the same number of points Revamped blocking mechanics help make formerly useless р ws and 


jays like di 


for topics in which the recruit had Сейте | counters legit options for the frst time. The refined gameplay is impressive, with 

levels of interest. the only star vg ranging linebackers picking off too many mid- 
NCAA has its laws, but with improved ange passes over 0 ‘and the AL inaffctvely running the option. Of the 

‘on-the-feld action, recruiting, and pre- fold EA wisely retooled tho recruiting mechanic to give you more feedback 


sentation (nclucing the opion to gener- ow your pitches stand in comparison to other schools, and the new Facebook 
‘ate custom stories on your Dynasty), юг meet-LSPN Dynasty Wire is a groat tool that lets hardcore online dynasty players 
the fret time in years feel fke Im getting chronico their seasons. NCAA also makes а greater effort at capturing the minor 
ihe college experiance. [ew what it details that make college football great. but the crowds stll don't look the part 


оо оого окп | and the commentary i staring to sound stale: Minor annoyances asido; tisis the 
е best NCAA title in years. » Matt Berte 


rn cuchas 
som ton sideline grs dodging tackles, shrugging of players, 
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PS3 « 360 * Wii 
Pasto the LEGO skin over 
another beloved franchise 

» Graphics 

Ninoty-tiv percent of all the 
characters ook alike except 
for their te colors 

» Sound 

M's always fun to hear 
mumbled versions of the 
characters voces 

» Piayabitity 

Spell targeting i Шу at times 
» Entertainment 

Co-op fans will have to keep 
št local ший а free patch 
opens up online play shorty 
aer release 

» Replay Value 

Moderate 


9 


360 
» Concept 

‘Take a deadly journey through 
an enigmatic world of shadow 
and light 

» Graphics 

‘The slightly blurry black 

and white visuals perfectly 
"match and accentuate the 
game's tone 

» Sound 

Ambient sound effects 

bring the world to ife, and 
"ho lack of music adds to 

the experience 

э Playability 

Controls are as simple as 
‘ould be - move, jump. 

‘and action 

» Entertainment 

А short but engrossing play 
‘that will remain with you long 
ater you finish 

* Replay Value. 

Moderate 
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LEGO Harry 


Style 1 or 2-Player Action Publisher Warner Bros. Interactive Developer Traveller's Tales Release Juno 29 


LEGO formula with Indiana Jones 2, and 

the results weren't that reat, The studio 
has returned to the classi structure for LEGO. 
Harry Potter. For the most part, it works. 

Wizard powers are quite similar to the Force, 
во youll float pieces into place without stretch- 
ing the fiction too far. The game leans on this 
mechanic frequenti so prepare yourself for 
plenty of exploration and “puzzle solving.” The 
reason for those sassy quotation marks? Outside 
ofa few challenging rooms, most puzzles 
consist of breaking everything, holding down. 

a button, watching a structure build itself, and 


Tes 's Tales tried to break out of ts 


йн зуе 


Developer PlayDead 


t's challenging to speak about Limbo without 
ruining what makes it so amazing. As you 
enter its worl, it has that unusual quality 

of a dream that is slowly transforming into a 

nightmare. Stark black and white visuals make 

you question where you are. There sno music, 
and the audio is oddiy amplifed, inexorably 
puling you into the dark forest where this tlle 
boy awakens. You begin walking, and the hor- 
fible danger and beauty of your surroundings 
begin to take shape. Through a brie but bri- 
lant adventure, you feel yourself completely 
absorbed in the game's shadowy netherworld, 

On the surface, this down- 

loadable XBLA tile is a side- 

scroling platformer of jumping, 

climbing, and риге soing. 

Pul switches, push boxes, acti- 

vate contraptions = many of tho 

standard genre mechanics are 

in place, but channeled through 

a fiter of evocative visuals апа 

original design concepts, It has 

almost no story to speak of 

beyond a vague description of 

a boy's search for his sister. I 


Potter: Years 1-4 


Publisher Microsoft Game Studios 


then using said structure to jump to а higher 
platform. i turned my brain on autoplot for most 
of the game. 

Harry doesn't spend a lot of time batting min- 
(опе inthe books. It's more about discovering. 
the wonder of Hogwarts and maybe taking on. 

a school rival or evi wizard. To stay true to the 
material, combat is scaled back considerably 
fom previous LEGO tiles. The only real battles 
in the entirety of the Year 1 section are against 
the bathroom trol, Professor Quirrel, and some 
wasps in the forest. Combat picks up later on, 
but il your favorite part of LEGO games is cutting 
‘down an endless flow of stormtroopers with a 


layer Platform Puzo 


Release July 21 ESRA T 


found myself applying 

my own interpretations 

to the unfolding quest and its strtingy abrupt 
conclusion, but those ideas are best left for play- 
ers to sort through on their own. 

Along the way, gamers encounter one puzzing 
situation aftr another, each challenging them to 
thinkin a new way. In every case, the physics of 
the world are at play = fst in normal ways, Ike 
how a ball moves on a sloped surface, and later. 
in increasingly abnormal ways, ke how grav- 
iy functions in a word without racional rules. 
The game triumphs because every one of these 


SRB EIO+ 


lightsaber, this may not be the one for you. 
Despite these setbacks, its hard to not be 
charmed by LEGO Harry Potter. Travellers Tales 
maintains its reputation for amusingly sil inter- 
pretations of characters and story points, and | 
found myself constantly looking forward to how 
the team would handie the next thing around the 
‘corner. The constant flow of unlocks п Gringotts 
Bank and shopping along Daigon Alley stirred 
up old feelings of addiction I had playing the Star 
Wars fles. While Harry Potter doesn't offer much 
Innovation for the LEGO franchise, tat least puts 
it back on track.» Bryan Vore 


encounters stands alone, Each time you think 
you have a grip on where you are, who îs chas- 
ing you, or even the nature of the word, every- 
thing changes. That's al the more impressive 
because each event fows seamlessly into the 
next, buring the passing between environments 
and puzzies. The опу constantis the extreme 
рей, Te presence of the to boy should by по 
means communicate this as a game for chiken. 
The hero regularly des in gruesome, paint ways 
as you make inevitable mistakes, and his age 
makes those scenes al the more starting. 

Limbo has some challenging hidden achieve 
ments that wil reward subsequent playthrough, 
but the initial run is опу fve or six hours ong 
1 beg you not to let that dissuade you fom 
trying it out. As played, falow editors would 
occasioaly tap my shoulder and draw my 
attention away, and | would catch myself jump 
ing - not because | was scared, but because. 
Iwas во engrossed in the experience that t 
fe jarring to be puled out so suddenly. Pay it 
Tum up the sound. | chalenge you not to feel 
the same.» Matt Miller 


n the original Crackdown, Pacific City had 
character. lts three colorful districts = ruled by 
three competing gangs — all presented their 
‘own unique landmarks and platforming chal- 
lenges. In Crackdown 2, 10 years have passed; 
the gangs are gone and the city is derelict, 
‘overrun by masses of zombie-Ike mutants. 
Police barricades block off street corners, 
‘smashed storefront windows st neglected, and 
а thick layer of dust oppresses the entire city. А 
‘once-great metropols les tarnished - much ike 
ту fond memories of the frst Crackdown. 
Twent into this game hoping to be amazed, 
and Lam. I'm amazed that Ruffan Games devel- 
‘oped a DLC-qualty experience. Гт amazed that 
Microsoft has thrown it into a box and stamped 
the numeral 2" on the cover, Mainly, m amazed 
that this game took three years to produce. 
Crackdown 2 doesn't merely follow tho formula 
leid down by its predecessor, it dalvers an 
‘experience that is, in many ways, indstinguish- 
аре from the frst Crackdown. You stil play a 
‘Cybernetic super-cop sent fo clean up the streets 
bby a mysterious booming voice. You stil collect 
orbs and level up your various abliies by pul- 
ing off crazy driving stunts, jumping across the 
суз skyine ке Daredevil, and using rockets 
to tum enemy nests into volcanic eruptions, 
‘That part of the game remains a blast. However, 
Crackdown 2 sticks so rigidly to the frst game's 


Multiplayer Mayhem 
The first Crackdown offered two-player co-op: 
rackdown 2 knocks that number up to four 
T you can got that many fends together, i's 

Wholly worthwhile, Notting from the single- 
player experience is lost, and in some cases, 
You'll have an easier and quicker time comp 

g mission objectives, Co-op isn't the only 
multiplayer experience in Crackdown 2, eith 

rackdown 2's deathmatch and rocket-tag 
gamotypes are worth a solid weekend of your 
time. Al the maps are based on sections of the 
ойу fom story mode and the frenzied action 
‘doesn't require a lot of sil but the hyperac 
tive gunplay and the bullding-sized explosions 
are enough to make up for that, 


formula thatit just 
Comes across as 
lazy: We're sit 
exploring the same 
cly, stil driving many 
of the same vehicles, 
and stil fing the 
Same weapons. 
Alot has hap- 
pened inthe 
video game word 
Since the orignal 
Grackdownts 
release. Games the 
Assassins Creed 
and infamous have 
changed how players expect to navigate large 
cites and engage in open wold combat. These 
advances make many of the frst Crackdouns 
Quiks - such as the inaccurate melee combat, 
enemies who juggle you through the ar with 
rockets, and fussy platforming sectons - seem 
ike maior бам. 
wish | could at least say, "f you loved the frst 
дате, youl ove this,” but in many ways this 
feels ike an inferior repica. Crackdown color 
gangs have been replaced by a single terorist 
Organization caled The Cel, a favaress enemy 
who testo thwart your attempts to rid the city of 
its mutant population for reasons that are never 
ently cea. In fact, ho mutants themselves aro 
about the only rique twist to Crackdown 2. The 
game does a good job of throwing hundreds of 
enemies at you without a hiccup, and tho action 
can get pretty frantic once he ranks of fesh: 
hungry mutants start closing in. 
Crackdown 25 worst mistake is how it 
changes tho series" overal structure. In the frst 
дате, the ly was broken into dstricts, each 
controled by a diferent criminal organization. 
By taking out key figures, you wouid gradual 
chip away at the gangs! infrastructures and take 
down their kingpins. Tris freeform approach to 
'open-world design was unique, and offered up 
some rewarding goals and delvered a sense of 
progression - two things lacking in this sequel. 
Crackdown 2 fees Ike t tied to duplicate 
the frst дате freeform structure, but missed 
the point. There are no crime bosses in 


Crackdown 2. Instead, every main story mission. 
eral fals into one of two categories: Iberating 
terrorist strongholds, or activating beacons so 
you can clear out mutant spawning grounds. 
Only side missions Ike racing and orb collect- 
ing provide any variety in the formula. Then, just 
when you think the game is about to change 
its pace, the credits slap you in the face, Even 
the twist at the end is a regurgitation of the frst 
game's closing revelation. 

To experience the handful of cool tweaks to 
Crackdown 2's combat, you have to nearly max 
out your abilities. For example, when you reach 
level fve in your agiity sil, you are able to gide 
short distances. And when you reach level fve in 
the explosives skll, you gain access to a weapon 
that lets you magnetize two large objects 
together, allowing you to send vehicles cold 
ing into large groups of enemies. Unfortunately, 
you can easily beat the game before maxing out 
many of your stats, во you spend most of the 
game without these new talents, making them a 
wasted improvement, 

What hurts the most about Crackdown 2 i5 
that | would have been content with a simple, 
by-the-numbers sequel with a few token 
improvements, But this isn't even a Xerored 
sequel; i's more Ike a photocopy of a pho- 
1осору. The structur is largely the same, but 
‘some of the colors have faded, and parts of 
the picture are missing altogether, Lets just 
hope that Microsoft uses some fresh ink for 
Crackdown 3. » Ben Reeves. 


1.25 7 


э Concept 
produce the Crackdown 
experienc witout changing the 
"ty or the game mechanics, but 
remove he gangs and the bosses 
» Graphics 

Some of tho texture work in this 
game may be unfinished; 1 swear 
{here are sections of Pact 

Cty that looked bener in tho 

fist Crackdown 

э Sound 

The game's soore doesn't 
impress, but the booming voice 
of your handler is back 

» Playabilty 

Pays ike the first game toa 
aui Your character stll fails to 
‘rab onto edges occasionally, 
and enemy Alis as mindless 

as belor 

» Entertainment 

‘Tiss a good trip down 
memory lane, but manage your 
expectations. Crackdown 2 does 
ijo to eam that 72° 

» Replay Value 

Moderately low 


Second Opinion 7 
Just after tho fist Crackdown 
‘came out, joked that a then- 
hypothetical follow up could 
el 


loved being a su 
agent in a gang-filed city as 
‘h as 1 enjoyed goofing 
around in itr sandbox with 
a buddy. Su 
oss battles and the 


трон 


lack of any real storyline, but 
D eques are for 
jell, ater playing 
Crackdown 2. Td like 
in ime and push 
a puddle. 1 was 


g0 
пузи ш 
expecting to 

st game's concepts 


gimmicky weapons, gliding. 
collectibles that run away 
"rom you ~ don't make up for 


uponents that were 
removed, Yes he fights vw 
gang leaders got old alter 
a while in the first game, 
but they instilled a sense 
of progres, Without them, 
you're just jumping arcu 
Tuned versions of the sume 
а places, tracking dawn 
early 1000 orbs, and 
working through. 
pair of "hil vm all" story 
missions unt the credis roll 
Crackdown в 
an ambitious sequel 
thing clearly 
nat a squandered 
opportunity. » Jeff Cork 
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Metal Gear Solid: Peace Walker 


A few casualties can't stop Big Boss 


‘Style 1-Player Action (6-Player Local) Publisher Konami Developer Kojima Productions feleaso June В ESRD Т. 


far seven canonical entries in the Metal 
[NS are rave icit 

To play sach пен instalment. кодоо 
a single capter in Heo Koa’ signature 
Series means inat you win mss out on Key 
Character developments, lol points, and the 
sve changag wed ol iue. Given Metal 
Gears табйоп of quay, nis o usually а 
probem ви Peace Wars tne frst game 
"rhe main seis that hav reservations 
thou recommending. 

"Peace Waker fotows in the radon of 
20075 Potable Ops, bung te legend ot 
Big Boss as he чону els то e vl of 
the franchise's first entry. This sounds exciting 


» Concept 
Learn more about Big Boss’ 
past and how he buit his 
army of loyal followers 

» Graphics 
Character models look great, 
‘animations are smooth, 

and the cutscenes are 

ıs impressive 

» Sound 

Voice work and music are 
top-notch, and T have to give 
a special nod to the infectious 


musa PSP By yor iyconcopt but he narrative is disappointingly 
weak. The meager revelation are spread oo 

se to SP dh across the 20-pus hour storyine, and the 
coca tte ante йоз supporting cast members al elke supertuous 
Eoo make fret аа. Pangers-on (except Master Mier, compet wi 
ca Peet itr sunglasses). Even ha series патак 


boss fights аге straightforward endurance bouts 
against robots and vehicles, though the designs. 
ol your mechanized foes are among the coolest. 


9 Entertainment 
An improvement over Portable 


Ops in some respects, but a 
stop backin others in the series. 
ıs» Replay Value _ Peace Walker may not be everything fans 
HMadoratly igh expect from a game bearing the Metal Gear 


‘Solid name, but it is stil an entertaining stealth 
action experience. The missions themseives 

aro better across the board, with more diverse. 
environments broken up into smaller areas. Big 
Boss sneaks through forests, research labs, and 
excavated craters, completing equally varied 
objectives. You'l also find no shortage of con- 
ent; dozens of story missions and extra ops can 


Making Space 
The massive amount of content in Peace Walker comes at a cost — t 
‘of space on your memory stick. The save fle alone is 33 MB, with two. 


options at 330 or 880 МВ. You definitely want to instali the game; it adds voiced 
‘dialogue that would otherwise be missing trom certain conversations, and Н makes 
‘the load times more bearable. f you haven't bought а now memory stick in the last 
‘coupe years, you should add that cost to Peace Walker's sticker price. 
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Keep you busy for hours, and new incentives 
and mechanics surface after the first () ending to 
hold your interest until the true conclusion. 

‘On the battlefield, the game feels smoother 
than Portable Ops in almost every respect, 
though the PSP controls are stil too clumsy to 
make the action sing. You have an even wider 
array of options to finish your objectives, and 
various types of guns, grenades, and non-lethal 
alternatives make every playstyle viable with 
the right equipment. just wish it were easier. 
to select your items on the fiy; expect to eat 
‘some gunfire as you scroll through menus look- 
ing for your rations or rocket launcher, This is 
especially unacceptable during the boss fights, 
which already push the control scheme beyond 
its capabilites 

Peace Walkers most significant feature is the 
addition of cooperative missions. Co-op adds a 
fresh spin on the classic stealth dynamics, alow- 
ing you to play through almost every mission as 
а two-player team (boss fights accommodate 
our). The abilly to flank, distract, and over- 
‘helm your foes is a sensation the series has 
failed to capture unti now. Unfortunately, you 

‘can only engage in local 
multiplayer unless you 
ако own a PS3, since the 
home conscle's Ad-Hoc 


Party application is the only way to connect with 
people not in your line of sight. f you're more of 
alone wolf, you can stil play through the game 
‘soo, though found that a couple of the boss 
fights were inordinately difficult (and poorly bal- 
anced) without at least one partner. 

‘Accomplishing missions is only part of Peace 
Walker's gameplay. A large amount of your time. 
wil be spent managing the offshore military com- 
plex Big Boss and his army use as a base. I's 
not nearly as dull as it sounds = in fact, just ike 
with Portable Ops, | became obsessed with col- 
lecting skilled soldiers (which are now extracted 
with hassle-free Fulton balloons), deploying tem. 
‘on missions, and assigning them to teams in 
order to optimize my inteligence and research. 
Even better, you'll eventual start production on 
your very own Metal Gear, though it doesn't pay 
ОК until the final chapter of the game. 

Peace Walker has a lot to offer, including tons 
о! missions, cool multiplayer, and the sense of 
establishing your own mercenary army. Even so, 
a few critical shortcomings in the narrative and 
‘control departments keep the game from truly 
capturing the Metal Gear spark. Despite the fact 
that Hideo Kojima was directly volved in the 
game's development, Peace Walker doesn't feel 
Же а fully realized chapter in the saga - but it stil 
completes the mission. » oo Juba 


‘Style 1-Playor Role-Playing И: 
Developer Level- Release July 11 ESRB £10+ 


Dragon Quest IX: Sentinels 
of the Starry Skies 


j by 


layer Local) Publisher Nintendo 


Dragon Quest IX в a strange game, 

It's the first in the franchise to debut 
‘on a handheld, and it changes up the 
classic formula in some significant ways. 
in many cases, these changes push the 
genere Creators Bu Dey 
never go far enough. The end result is an 
enjoyable Japanese RPG with mere hints 
of greatness. 

Dragon Quest IX is full of unique and 
potentially groundbreaking features com. 
promised by lackluster implementation. A 
Class system opens up around 10 hours 
in, alowing you to change jobs at any 
time, but you have fo start over at level 
‘one with each job, so there's not much 
incentive to switch. Luckily, the battle 
system is as fast and enjoyable as its 
ever been, 

Random encounters have been 
stripped from the game - you now run 
into monsters on the map to engage 
them in battle. This wise change helps rid 
maost of the short but well-designed dun- 
geons of the grinding that the series has 
become so synonymous with, The game 
clings to a few outdated conventions 


T aken in the context of the series, 


(my resurrect spell can fail? Real?) but 
its stil more accessible than the series 
has ever been. 

Dragon Quest IX's biggest thils come 
from exploring its colorful world. Even 
when the core plot breaks down into 
JRPG clichés, | always found myself 
‘eager to discover the next locale and. 
what vignette would play out. The high 
point of the game's word design comes 
with Swineckmples Academy, a take-off 
оп Harry Potter that provides a clever. 
‘change of pace and a sal-contained story 
that had me sming. 

‘Where DO IX falis particulary short is 
in the faled promise of ts multiplayer 
offerings. In addition to puling in up to 
three other players at any time during the 
main story, you can wirelessly exchange 
treasure maps that spawn randomly gen- 
erated dungeons ful of powerful bosses 
and oot. These features would have 
‘extended the game's Ие for me greatly if 
1 could use them online, but they're only 
avaiable via local wireless. The 50-plus 
hour story and tons of sidequests are 
good, its just too bad about that icing on 
the cake. » Phil Kollar 


ado gamete cong lor ou emen 


ith DO pce At ara 


у unique monsters of Dragon Qu 
un ora name, such as Саян. а 
spearvlig cucumber 


е9 


The longest-running JRPG 
senes that isn't Final Fantasy 
mixes up the formula in its 
first handheld-only entry 

» Graphics. 

Notas crisp or оўоп as 
Dragon Quest VIL but some of 
tho best visuals on DS 

A fly orchestrated soore 
‘would bo beautiful, but DQ 
Xs musi is stil suitably epic 
and catchy 

в Playability 

User-friendly MMO-styie 
quests and no random battles 
‘make the otherwise old- 
‘school combat mechanics 
easy to jump into 

» Entertainment. 

Limited multiplayer options 
disappoint, but fans wil 

be pleased with the 

aol experience 

» Replay Value. 

High 


Entertainment Business. 
» Game Design 
Bact 
Computer Animation 
Digital Arts & Design 
Entertainment Business 
› Game Art 


? Game Development 
Music Business 
Recording Ans 
Show Production 
Webb. 


ign & Development 


Associate's 
Graphic Design 
Recording Engineering 


Master 

Creative Writing 
Education Media 
Design & Technology 
Entertainment Business. 
Entertainment Business 


ih a Sports Management 
Benive Pack 


Internet Marketing 
Media Design 


Bachelor's 
Computor Animation 
Entertainment Business 
Game Art 

Game Design 

Graphic Design 

Internet Marketing 

Music Business 

Music Production 

Web Design & Development 
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only arise for me because of how 
long I was drawn into the дете- 
bending gameplay. Irs an ambitious 
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1.18 | Puzzle Quest 2 
Mattern 380- DS Release June 22 09, June 90 box 360) ESRB E10+ 


It's а shame that balancing issues hurt the overall 
experience so much, because almost everything else about 
Puzzle Quest 2 is exactly the way Га like it to be. Even alter 
the challenge gives out, Puzzle Quest 2 is still charming 
and enjoyable. But more tweaking could have made the 
difference between good and great. — Matt Miller 


8.28 | Shin Megami Tensei 
Persona 3 Portable 


Platform PSP Release July 6 ESRB M 


While the game suffers from simplified visuals, absent 

cutscenes, and a dated formula, the additional storyline 

and a few important gameplay improvements make this 

portable version of Persona 3 worth returning to for fans 
of the original. – Jeff Marchiafava 


6.5 | Disgaea Infinite 


Platform PSP Release June 8 ESRE T 


The gameplay itself is simple to the point 
of absurdity, but thats true of many 
adventure games and does nothing to 
dim the excellent writing. However, the 
random nature of progression through 
the branching plotlines prevents Disgaea 
Infinite from being engaging as a game. 
As itis, this is no more than a briefly 
amusing spectacle for fans of the series. 
— Adam Biessener 


8.5 | Snoopy Flying Ace 
lator Xbox Live Arcade Release Jane 23 ESRB 10+ 


Snoopy Flying Ace is a fun and 
accessible aerial arcade shooter with a 
whole lot of polish and personality. It 
may not offer much depth, but for only 
800 MS Points you still get quite a bit 
of game for your buck with more in the 
form of DIC on the way. Snoopy Flying 
Асе wins best in show for WWI flying 
beagle games, hands (paws?) down. 
— Annette Gonzalez 


6 | Naughty Bear 


Platform PS3 +360 Release June 20 ESRB T 


Like the cheap pieces of plastic found 
in novelty toy dispensers at grocery 
stores, Naughty Bear can be fun to 

fool around with for a few hours, but 

afterwards it will probably just sit on 
your shelf with all the other long- 
forgotten toys that represent a more 
carefree and mischievous childhood. 
— Ben Reeves 
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PS3 360 Release June 1 ESRB M Issue Jul “10 
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E3 2010 | 
History Lesson 


Like every year, many of the titles shown off at this year's E3 
are sequels or reboots from existing franchises. How much 
do you know about the lineage of the biggest E3 games? 


1. What is the subtitle of Donkey Kong 
Country 3? 
Diddy's Kong Quest 
b. Dixie Kong's Double Trouble 
c Punky Kong's Freaky Fight 
Dixie Kong's Bartel Bonanza 


2. What vegetable can Pit be turned into in 
tho first Kid Icarus? 

Caulilower 

b. Broccoli 

e: Carrot 

4. Eggplant 


3. In what area do you encounter Minion in 
Twisted Metal 2? 
a. The Rooftops 
b. Amazonia 
River Park Rumble 
Lond 


а. What was the name Fable went by dur- 
ing development? 

Project Едо 

b. Operation Milo 

Project Siipheed 

4. Black and White 


5. Which of these cities was not in the 
original Driver? 

Miami 

b; San Francisco 

e: New York City 

4. Chicago 


116 game over 


6. Which character could drop an arcade 
machine on top of his opponent in Mortal 
Kombat 3? 


в, Johnny Cage 
b. Scorpion. 

e Liu Kang 
po 


л. Which weapon was not available in 
GoldenEye 007 on the Nintendo 647 
ıa. Moonraker laser 
b Golden Gun 
КЕТ 
@. Slapping 


8. LittleBigPlanet featured a downloadable 
level pack based around which of these 
franchises? 


э. Which Zelda title introduced the 
Hookshot? 
‘The Legend of Zelda 
b. Zelda Il. The Adventures of Link 
e; The Legend of Zelda: A Link to the Past 
end of Zelda: Ocarina of Time 


tured in Red Faction and which other 


b. Fighting force 
pec (pe 
4. Saints Row 


Remember the fateful moments that started a legend. Remember courage and sacrifice in the face of overwhelming odds. Remember the ones 


who gave usa chance. Remember Reach. 


Halo* Reach. The game that will start it all. Humanity's desperate final fight begins here. Play as a member of Noble Team, an elite group of 
Spartan super soldiers trusted to defend Planet Reach at any cost, and protect humanity's greatest remaining secret from the Covenant...Earth 


Get ready for massive new environments, and new characters, weapons, and vehicles, all experienced through a new, 
more powerful game engine. Pre-order now, and as a special bonus, get an exclusive code to unlock the legendary 
in-game Spartan Recon Helmet: xbox.com/haloreach 
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